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0 HIS EXCELLENCY 


COUNT BRUHL, Sc. fc 
S I R, 

THE natural ſentiments: 
of a grateful heart preclude, on this oc- 
caſion, the neceſſity of looking out for a 
diſtinguiſhed Patron, to whom I might 
with confidence and propriety dedicate the 
following ſheets. Should you kindly ac- 
cept the little offering I have the honor 
to lay before you, I ſhall enjoy the dou- 
ble ſatisfaction of having in the ſame 


inſtance preſented it to a man of the 
niceſt FED and to a friend. 


Pardon, Sir, the | liberty I here take; 
inveterate habits bf the nisſt friendly in- 
dulgence, have longiahd unalienably fa- 
miliarized the pleaſing. idea to my mind; 
and it is in that flattering perſuaſion, that 
I am induced to truſt to your candor on 
the ſubject of, perhaps, a ſerious amuſement ; 
in the cultivation of which, I may in 
conſcience boaſt of having acquired ſome 
degree of celebrity. I haye ſaid ſerious, 
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for in truth, and you well know it, its 
purſuit is almoſt unremittingly productive 
of problems, not unworthy of the ſolu- 
tion of genius; and whoſe extent and in- 
tricacy elude even the fuſpicion of ordi- 
nary minds. | 


Permit me then, Sir, to inſcribe your 
reſpectable name, in oppoſition to frivo- 
lous or derogatory opinions, for who, 
better than your Excellency, perceives the 
obvious analogy between the Game of Cheſs 
and the exertions of all human policy : 
where, in fact, Kings, Queens, Knights, 
Biſhops, and the more ſubordinate ranks, 
actuated by honors or intereſt, intrench 
themſelves under their reſpective towers, 
or poſſeſs themſelves of ſituations beſt 
adapted to their worldly views. 


I have the honor to be, with great re- 
ſpect and gratitude, | 
5 Your, EXCELLENCY's, 

moſt obliged, and moſt 


obedient humble ſervant, 


A DANICAN PHILIDOR. 


, K 
p R E F A CE. 


SEVERAL learned authors have pub- 
liſhed their inquiries on the origin of Cheſs. 
I will not venture to give my opinion on 
their conformity with the Latrunculi of an- 
cient Rome, The Chineſe play at Cheſs; 
but their game is nothing like ours, either 
in the moves of the Pawns or the ſtrength of 
the Pieces, The Arabians very probably 
brought this game into Europe; and their 
authors aſcribe its invention to the Indians. 
Though Cheſs has contributed to the amuſe- 
ment of the greateſt heroes, for many ages 
paſt, the Spaniards and Engliſh ſeem to have 
been principally engaged in it, fince the firſt 
treatiſes on that ſubje&, have been printed 
in thoſe languages; nevertheleſs, Italy exceeds 
them in the number of volumes; and the 
IV. Biicher vom Shach und Kings Spiel of the 
duke of Brunſwick, publiſhed under the fic- 
titious name of Guftayus Selenus, conſtitute 
the whole of what Germany offers us of any 
conſequence on the game. France has at all 
times had good players, but they have neg- 
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lected to impart their diſcoveries to the 
public; and, I believe, I am the firſt of my 
nation who has taken upon himſelf to ſet 
forth, in a true light, the theory and prac- 
tice of this game. This work is divided in 


two parts, the firſt is chiefly compoſed of 


the Editions of 1749 and 1777, the ſecond 
contains a great number of new methods of 
beginning and finiſhing the game, not only 
uſeful but neceſſary to be known. At the 
deſire of ſeveral gentlemen, amateurs of the 
game,. I have added different parties, played 
by me without ſeeing the board, againſt three 
adverſaries at once, and have given their 


names, 


As I attribute the ſucceſs of my two firſt 
editions to the notes that accompany them, 
and ſerve to give general rules of the game, 
I have here followed the ſame method, and 
flatter myſelf of having brought to ſome _ 
degree of perfection the theory of a game, 
that learned authors, ſuch as Leibnitz and 
others, have claſſed among the ſciences. 
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ADVERTISEMENT. 


11 is to be obſerved, that in 
the Notes, I always ſpeak of the 
White in the ſecond, and the Black 
in the third Perſon, to avoid equivo- 
cation. 


EXPLANATION of the INITIAL S 
uſed in this Work. 


K. the King. 
Q. the Queen. 
R. the Rook. 
Kt. the Knight. 
B. the Biſhop. 
P. the Pawn. 
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ANAL Y:$FS 


OF 0-8 


GAME OF'CHES 8. 


— 


FIRST PARTY, 


With two back games; the firſt beginning FEE 
the twelfth, and the ſecond from the —_— | 
ſeventh move, of the Black, 


I, 


Wh. The K. P. two moves. 
2. 


Wh. The K. B. at his Q. B. fourth ſquare. 
Bl. The fame. 

3· 
Wh. The Q. B. P. one move. | 
Bl. The K. Kt. at his B. third ſquare. 


VT" "At 
Wh. The Q. P. two moves. {a} 
Bl. TheP. takes the Pawn. 


| 5. 
Wh. The P. retakes the P. {b) 
Bl. The K. B. at his Q. Kt's third 


ſquare. 0 
_— ; 


Wh. The . Ke. at his B. third ſquare. 
Bl. The K. caſtles. 


Ie 
Wh. The K. Kt. at his K. ſecond ſquare. {d} 
Bl. The Q. B. P. one move, | 
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' (a) This Pawn is puſhed two ſteps, for 
two reaſons : the firſt, to hinder your adver- 
ſary's King's Biſhop from attacking your King's 
Biſhop's Pawn; the ſecond, to bring the 


ſtrength of your Pawns into the centre of the 
cheſs- board. 


{b) When you find your game in the pre- 
ſent ſituation, v/z. two Pawns in a front line, 
you muſt take care not to puſh either of them, 
before your adverſary propoſes to change one 
for the other: which you will then avoid, 
by puſhing forwards the attacked Pawn. 


Fe If, inſtead of being withdrawn, this 
Biſhop gives check, you are to cover the 
check with the Biſhop ; and, in caſe he takes 
your Biſhop, you wu retake the Biſhop with 
your Knight, who will then defend your 
King's Pawn; 


N. B. In the former editiori, the Author thought it beſt not 
to be preciſe in the direction of this move, in order that He 


_ ＋. 2 2 giving ſeveral examples, on the 

(4) Great care muſt be taken not to play 
the Knight to his Biſhop, third ſquare, before 
the Biſhop's Pawn has been puſhed two ſteps 3 
becauſe, otherwiſe, the Knight would prove 
an hindrance to the motion of the Pawn. 


N. B. The black, on that move, could take the white King's 


Pawn; and afterwards puſh the Queen's Pawn two teps, 
which would break the centre of the white. F 
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4.5 


Wh. The K. B. at his Q. third ſquare. (e 
By. The Q.P. two moves. 


Wh. The K. P. one — 
Bl. The K. Kt. at his K. ſquare, 


; 10. | 
Mb. The Q. B. at his K. third ſquare, 
Bl. The K. B. P. one move /f)} 


„ 5 11. 
Wh. The Q. at her ſecond 3 (g 
B/. The K. B. P. takes the P. ( 


i 12. 
Wh. The Q. P. retakes it. 
B/. The Q. B. at his K. third ſquare, Ci 

3 . „ 


1 
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| {e) The Biſhop retires, to avoid being 
attacked by the adverſary's Queen's Pawn, 
becauſe you would then be forced to take 


his Pawn with yours, which would ſeparate 
your Pawns. | 


{f) He plays this Pawn to give an opening 
to the Rook ; and this cannot be hindered, 
either he or you take, L > oh 


(g) You ſhould not take the Pawn which 
is offered you, becauſe your King's Pawn 
would then loſe its column; whereas, leav- 
ing yours to be taken, you ſupply its place 
by the Pawn of your Queen, and ſuſtain it 
afterwards with your King's Biſhop's Pawn: 
theſe two Pawns united will. undoubtedly 
win the game. | 

6e takes the Pawn to purſue his 
delign, which is, to give an opening to his 
Rook. | 5 n 

(i) He plays this Biſhop, to enable him 
to puſh afterwards his Queen's Biſhop's 
Pawn : you could, it is true, oblige him to 
double a Pawn, by taking his King's Biſhop -- 
with that of your Queen, but this would 
make an opening to his Queen's Rook: be- 
ſides, a double Pawn, when tied to other 
Pawns, is by no means difadvantageous ; 
however, the preſent move will be the ſub- 
ject of a back, game, making him take your 
Queen's Biſhop with that of his King. 
| * 
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13. 
Wh. The K. Kt. at his K. B. fourth ſquare. (I) 
Bl. The Qat her K. ſecond ſquare. 


| gs: 
Wh. The Q. B. takes the black B. ( j, 
Bl. The P. takes the B. Fe 


N 

Wh. The K. caſtles with his R. /m 

Bl. The Q. Kt. at his Q. ſecond ſquare. 
| 16. 

Wh. The K. Kt. takes the B, 

Bl. The Q. retakes the Kt. . 


| | A 
Wh. The K. B. P. = moyes. 


Bl. The K. Kt. at his Q. B. ſecond ſquare 


18. 
Wh. The Q. R. at its K. ſquare, 


Bl. The K. Kt. P, one move. { 10 


| 19. 
Wh, The K. R. P. one move. e 


Bl. The Q. P. one move. 


20. 
Wh, The Kt. to his K. fourth ſquare, 
Bl. The K. R. P. one move, (p/} 


21. 
Wh. The Q. Kt. P. one move. 


5% The Q, R. P. onę move, 


191 
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{+) Your King's Pawn being'as yet in no 
danger, your Knight attacks immediately his 
Biſhop, in order'to take him, or have him 
removed, : 223 


(1) It is always dangerous to let the ad- 
verſary's King's Biſhop ſtand on the direct 
line, which attacks your King's Biſhop's 
Pawn; and, when your Queen's Pawn can- 
not cloſe that direction, it is neceſſary to 
oppoſe him by your Queen's Biſhop. and 
take his Biſhop, for every other piece, as 
ſoon as an occaſion offers, 


n) You caſtle on that fide, in order to 
ſuſtain and ſtrengthen your King's Biſhop's 
Pawn, which you will advance two ſteps as 
ſoon as your King's Pawn is attacked, 


{n}) He is forced to puſh this Pawn, to 
hinder you from playing your King's Biſhop's 
Pawn upon his Queen, which would give 
you two Pawns in a front line upon his 
ground. | 


{o) This Pawn is played to enable you to 
puſh your King's Knight's Pawn two ſteps. 


p He plays this Pawn to hinder your 
Knight entering into .his game, and forcing 
his Queen to remove, which would imme- 
diately make an open field for your Pawns, 
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Wh, 
Bl. 


Wh, 
Bl. 


Wh. 
„The P. retakes the R. 


BY. 


; The R. to its K. ſquare. 
The Q. takes the adverſary's Q. Kt. F. 


11 
222 
The K. Kt. P. two moves. 
The K. Kt. at his Q. fourth ſquare. 


225 
The Kt. at his K. Kts, third ſquare. (g ) 
The K. Kt. at the adverſary 8 K. third 
ſquare. (r) | 
WR 


The Q. R. takes the Kr. 


25. 
The Q. takes the P. 


Fhe Q. R. takes the P. of the oppoſite R, 


26. 
(5) 


The Q. at her . fourth ſquare. 
The Q. at her K. third ſquare. /7) 


28. 


The K. B. P. one move. 
The P. takes the P. 


8 
The p. retakes the P. ( 1 
The Q. at her fourth ſquare. 


The Q. takes the O. 


The P. retakes the Q. 


| 31. 
The B. takes the P. in his way. 


The Kr. at his third ſquare. 


13 
NO. 


{q) You play this Knight to enable your- 
ſelf to puſh your King's Biſhop's Pawan next, 
which will be then ſupported by three pieces, 
the Rook, the Biſhop, and the Knight, 


(r) He plays this Knight, in order to 
. cut off the communication between' your 
pieces, and break the ſtrength of your Pawns ; 
which he would undoubtedly do, by puſh- 
ing his King's Knight's Pawn ; but you pre- 
vent his defign, by ſacrificing your Rook. 


(s). You play that Rook to ſupport your 
King's Pawn, which would be left in the 
lurch, were you to puſh your King's Biſhop's ' 


Pawn. 


(t) The Queen returns to this ſquare, 
in order to hinder the check-mate, now _ 
ready prepared. 


(u) The Queen offers to be exchanged 
with the other Queen, in order to break the ' 
{ſcheme of a check- mate, by the Biſhop and 
the adverſary's Queen. | "TM 


E 3 


| | 32. | 
The K. B. P. one move. (x) 


The Q. R. at the adverſary s Q. Kt. 
ſecond . 


The B. at the d. third ſquare. 


The K. at his B. ſecond ſquare. 


The B. at the 8 s K. B. fourth 
ſquare. 0 

The Kt. at the adverſary's Q. B. fourth 
ſquare. 


35 
The Kt. at the adverſary's K. R. fourth 


ſquare. 
The K. R. gives check. 
6. 


N 3 
The B. covers the check. 


The Kt. at the adverſary's Q. ſecond 
{quare, | 


ES 
. The K. P. gives check. 


The K. at his Kt. third ſquare. (29 
8 e 


38. 
. The K. B. P. one moye. 


The R. at his K. B. ſquare. 


39: 
. The Kt. gives check at the Galt ſquare 


of his K. B. 
The K. at his Kt. ſecond ſquare. 
40. 


The B. et the adverſary's K. R. fourth ſq. 


Plays any where: the white puſhes to Q 
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(x) You are to obſerve, that when your 
Biſhop runs upon the white ſquares, you 
muſt put your Pawns upon the black ones; 
or, if your Biſhop runs upon the black, you 
muſt have your Pawns upon the white ; be- 
cauſe, then, your Biſhop may prevent the 
adverſary's pieces getting between your Pawns. 
'This rule is hardly ever to be diſpenſed with, 
in caſe you attack, and have ſome Pawns 
advanced ; but, in caſe of a defence, the rule 


mult be reverſed, and the Pawns ſet upon the 
Biſhop's colour, | 


Here is an example of the above- men- 
tioned note: if your Biſhop was black, your 


adverſary's King might get in between your 
two Pawns. | 


(z) As the King may retire to his Biſhop's 
ſquare, we will make it the ſubje& of a ſe- 
cond back game, | 


225 
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14 
FIRST BACK GAME, 


Of the firſt Party, on the r move 4 
the Black. 


12. 
Wh. The Q. P. retakes it. 
Bl. The K. B. takes the adverſary's B. 
n 
M. The Q. retakes the B. 
Bl. The Q. B. at ” _ thicd ſquare. 


1/h. The K. Kt. at his KB. fourth ſquare, 
Bl. The Q. at her K. ſecond ſquare. 


15. 
Wh. The Kt. takes the B. 
Bl. The takes the Kt. 
| I 6. 
N. The K. caſtles with his R. | 
BI. The Q. Kt. at his Q. ſecond ſquare, 
17. 
Wh. The K. B. P. two moves. 
Bl. The K. Kt. P. one move. 
L 4 18. 
. The K. R. P. one move. 
Bl. The K. Kt. at his ſecond ſquare, 
19. 
Wh. The K. Kt. P. two moves. 
The Q. B. P. one move. 


20. 
The Kt. at his K. ſecond ſquare. 
The Q. P. one move. 
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„ The 2 3 
The t. at by third ſquare. 


. The Kt. at his K. Kt. third ſquare. 
The Q. Kt. at his Q. fourth ſquare. 
297 
The Q. R. at its K. ſquare. I 
The Q. Kt. at the adverſary's K. third 
ſquare. 


24. 
„The R. takes the Kt. 
The P. retakes the R. 
 * 
The Q. retakes the P. | 
The Q takes the adverſary's Q. R. P. 
26. 


. The K. B. P. one move. 
The Q. takes the P. 
2 
. The K. B. P. 1 move. 
The Kt. at his K. ſquare. 
28. 
. The K. Kt. P. one move. 
The Q. at the Nen 8 9 
ſquare. 
29. 
The Q. takes the Q. 
The P. retakes the Q. 


O. 


3 
Wh. The K. P. one move. 


The Kt. at his Q. third ſquare. 


E 


8 
The Kt. at his K. fourth ſquare. 


The Kt. at his K. B. fourth ſquare. 
2 


The R. takes the Ke: 


'The P. retakes the R. 


AJ 8 
The Kt. at the adverſary's Q. third ſquare. 
The K. B. P. one move, or any where; 
the game being unavoidably loſt. 


34 
The K. P. one move. 


The R. at his Q. Kts. ſquare. 


3 35. 
. The B. gives check. 


The K. retires, having but one place. 


36. 
. The Kt. gives check. 


The K. removes where he can. 


| 37- 
The Kt. at the adverſary's Q. ſquare; 


gives a diſcovering check. 
The K. moves where he can. 


8 


: 38. 
Puſhes the K. P. makes a Q. and gives 


check-mat. | 


the Black. 
_ "I 
Nb. The K. P. gives check. 
Bl. The K. at his B. ſquare. 
8. 
Mb. The R. at her G. ſquare. 
Bl. The R. gives check at the ö 8 
Q. Kt. ſquare. | 
Mb. The R. takes 55 R. 
The Kt. retakes the R. 
40. 
J/b. The K. at his R. ſecond ſquare. 
Bl. The Kt. at the adverſary's Q. B. third 
ſquate. 
| 41. 
Mb. The Kt. at his K. B. fourth ſquare. 
Bl. The Kt. at the adverſary's K. fourth 
ſquare. 
| 42. 
Ih. The Kt. takes the P. 
The K. at his K. Kts. fourth ſquare. 


The B. 


1%) 
SECOND BACK GAME, 
Of the firſt Party, on the thirty N move 


43. 
. The K. P. one move, and gives check. 


The K. at his B. ſecond ſquare. 


44. 
gives check at the adverſary's 
K. third ſquare. | 


The K. takes the B. 


9 N 
The K. P. makes a Q. and wins the game. 


[ 16 ] 


SECOND PARTY, 


With three back games: the firſt on the third, 
the ſecond on the eighth, and the laſt on the 
 1aventy-ſexth move of the Black. 


72 


Bl. 


Wh. 


BI. 


Th. 


Bl. 


Wh. 


B.. 


Wh. 


Bl. 


Wh. 


Bl. 


Wt 


B. 


Wh. 


Bl. 


N <A 
The K. P. two moves. 


The ſame. 


2. | 
The K. B. at his Q. B. fourth ſquare. - 
The Q. B. P. one move. 4 


The Q. P. two moves. (a) 
The P. takes the P. () 


8 
The Q. retakes the P. 
The Q. P. one move. 


| 5 oe 
The K. B. P. two moves. E 
The Q. B. at his K. third ſquare. ( 
6 p 


The K. B. at his Q. third ſquare. 
'The Q. P. one move. 


7. 
The K. P. one move. 
The Q. B. P. one move. 
8. 
The Q. at her K. B. ſecond ſquare. 
The Q. Kt. at his Q. B. third ſquare. (4) 


E 1 
NOTES 


(a) It is abſolutely neceſſary to puſh this 
Pawn two ſteps to prevent your adverſary 
from bringing his Pawns into the centre of 
the board, which he certainly could do by 
puſhing His Queen's Pawn 'two iteps, and 
attacking your Biſhop, which would give 
him the move and attack upon you. 

(4) Had he puſhed his Queen's Pawn two 
ſteps, . inſtead of taking, it Would have quite 
altered the game, ſo we will make it the ſub- 

ject of a back game. 

(c) He has two teaſons for playing this 
Biſhop : the firſt is, to puſh his „ 
Pawn, in order to make room for his King's 
Biſhop; the ſecond, to oppoſe it 10 your 
King's Biſhop, and gret rid' of him in time, 
— to the rule preicribed in the firſt 

me. ( 

(d) It, head of getting out his pieces, 
as he does by playing his Knight, he ſhould 
continue to puſh on his Pawns, he might 
ealily loſe the game: it muſt be obſerved, 
that one or two Pawns, too far advanced, 
may be reckoned as, good as loſt, except 
when all the pieces have an open field to 
protect them, of when the ſame Pawns may 
be ſuſtained or ſupplied by others. This 
will be ſhewn by a back game that will con- 
vince you, that two Pawns in a front line, 
ſituated upon the cheſs-board's fourth ſquare, 
are better than upon _ fixth ſquare. 


. Cz 


Bl, 


The K. Kt. P. 
The K. Kt. at his R. third ſquare. 


The K. Kt. P. 


1 


ow. 
The Q. B. P. one move. 


The K. Kt. P. one move. 
10. | 


The K. R. P. one move. 


The K. R. P. two moves. (e) 
11. 


one move. 0 


12. 


„The K. Kt. at his B. third ſquare. 


The K. B. at his K. fecond- ſquare. 


The 


13. 
a Q. RP. two moves. 
The K. Kt. at his B. fourth Aquare. 


14. 
The K. at his B. ſquare. 
The K. R. P. one move. 


Ig, | 
one move. 


The Kt. gives check to the K. and to 
the-R. | | 


16. 


The K. at his Kt. ſecond ſquare, 


The Kt. takes the R. 


17. 
The K. takes . (2 


The Q. at her ſecond ſquare, 


a 


M-..0;;T; .K i & 
(e) He puſhes this Pawn two ſteps to pre- 


vent your Pawns falling upon his.—Here it 
muſt be obſerved, two equal bodies of Pawns - 
are on the board : you have four to three on 
your King's fide, and he likewiſe has four to 
three on his Queen's fide ; he that is firſt able 
to ſeparate his adverſary's Pawns, on the 
fide where they are moſt in number, will 
undoubtedly win the game. | 


(/) This move is moſt material, becauſe 
by puſhing his King's Rook's Pawn one 
move, he would immediately cut off the 
communication between your Pawns : your 
King's Knight's, Pawn could not then join 
that of your Biſhop, without being expoſed 
to be taken by his Rook's Pawn. 


Though a Rook is commonly a better 
piece than a Knight, yet your game may be 
better than his: becauſe, notwithſtanding 
this loſs, your King is ſafe, and you are the 
better enabled to form your attack on which 
ever fide your adverſary may chuſe to caſtle. 


ao 4 
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18. 


Wh. The Q. at her K. Kt. ſquare. ( 

B/. The Q. R. P. two moves. 

Wh. The Q. B. at bis K. third ſquare. 0 3 

B/. The Q. Kt. P. one move. 
20. 

b. The Q. Kt. at his R. third ſquare, 

Bl. The K. caſtles on his Q. fide, ( 
6 

Wh. The K. B. gives check. 

Bl. The K. at his 0 ſecond ſquare. 
3 

Wh. The Q. Kt. at his Q. B. ſecond quite. 2 

The Q. R. at its own ſquare. - | 


% 


. The K. B. at the adverſary's Q Ke, 


fourth ſquare. 


Bl. The Q at her own ſquare. (n!? 
: 8 
Hb. The Q. Kt. P. two moves. | 
BY, The Ret her K. B. ee es 
Wh. The Q. Kt. P. ka the adverſe Q. B. P. 
B/. The Q. Kt. P. retakes the P. 


5 


5 +} 


lt is eſſential to play your Queen to 
ſuſtain your King's Knight's Pawn, leaſt he 
ſhould ſacrifice his Biſhop for your two 
Pawns, which he certainly would do; be- 
cauſe all the firength of your game confiſt- 
ing in your Pawns, the breaking of them 
would give him the attack upon you, and 
probably make you loſe the game: 


i You play this Biſhop in order to en- 
gage your adverſary to puſh. his' Queen's Bi- 
ſhip's Pawn, which would give you the game 
very foon, by making an opening for your 
Knights, 


(4) He caſtles on that ſide to avoid the 
ſtrenzth of your Pawn upon his King, and 
the more ſo, becauſe: they are already farther 
advanced than thoſe on the fide of your Queen. 


(1) Had you given him check with this 
Knight, you would have entangled your Bi- 
ſhop, and loſt many moves: it is therefore 
better to go back, 


(n) He brings back his Queen to her own 
home, with a deſign to put her next at her 
King's Biſhop's ſquare, and better ſuſtain his 
Queen's Biſhop's Pawn. 


by 4 


Wh. The 


Bl. 


. The 


The K. Kt. | 
The K. at his Q. ſecond ſquare. ( 
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26. 


The K. Kt. at his Q. ſecond ſquare. (* 
The Q. B. P. one move. (o 


27. 
The K. Kt. at his B. third ſquare. 
. B. P. one move. (p) 


28. 
Q. B. gives check. 
The K. at his Q. Kts. ſecond ſquare. 


aye 
The B. takes the Kt. and gives check. 


The K. takes the B. 


o. 
gives check. 


1. 


MY 
The K. B. P. one move. 


The B. at his K. Kts. ſquare. 


85 32. 
The K. P. gives check. 
The K. at his own ſquare. 


33˙ 
. The K. Kt. at the adverſary- s Q. Ke. 


fourth ſquare. 


The K. B. at his Q. third ſquare. 


34. 
at her fourth ſquare. (7) 
Loft Be where. 


It» 
r 
(n) You play this Knight with a view to 
purſue your attack on his Pawn. 


o He plays this Pawn in coder: to gain 
a move, and to hinder your King's Knight 
from placing himſelf at your Queen's Knight's 
third ſquare ; but as this move may be play'd 
otherways, it will be the ſubject 1 a back 
game. | 


Let him now play what he will, all 
is I for him; becauſe your Knights have 
got a free paſſage into his game. 


0 7). If his King takes your Queen's Biſhop, 
you have his Queen by a diſcovered check 
upon him; and if he removes his King elſe- 


where, he loſes his Queen's Biſhop. 


(r.) The Queen next takes the adverſary's 
| Queen's Pawn, expoſes every one of * 
pieces, and wins the game. 


C4 
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FIRST BACK. GAME, 


Wh. 
BI. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl 


Wh. 
BY. 


Wh. 


Bl. 


Wh. 


BY. 


2 


Wh. | 
The Q. takes the * 


On the third move of the Black, 


3. 
The p. two moves. 
The — 


The K. P. takes the P. 
The Q. B. P. retakes the P. 


. 
The B. gives check. | 
The B. covers the check. 
6. 


The K. B. takes the B. 


The Q Kt. retakes the B. 


7. 
The Q. P. takes the P. 
The Kt. retakes the P. 
8. 


The Q. at her K. ſecond ſquare. 
The 2 I 


9- 
The Q. Kt. at his B. third ſquare, 
The K. caſtles. | 


: The B. at his K. B. fourth ſquare, 


The Q. Kt. at his B. third ſquare, 


r II. 
The K. caſtles, 


Wh. 


Bl. 


Wh, 
Bl. 


Wh. 


Bl, 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 
BI. 


Wh. 


Bl. 


Wh. 


Bl, 


Wh. 


Bl, 


Wo. 
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12 
The K. Kt. retakes the Q. 
The Q. P. one move. 


13. ENS 
The Q. Kt. at bis K. fourth ſquare. 
The K. B. P. one move. 


14. 
The K. R, P. two moves. 


The K. R. P. the ſame. 
| 17 
The K. R. at its third ſquare. 
The K. Kt. at his R. third ſquare, 
16. 
The B. takes the Kt. 
The R. retakes the B. 


1 
The K. R. at its C third ſquare, | =- 
The Q. R. at its K. ſquare. - 
18. 
The K. Kt. takes the P. 
The Kt. at the adverſe Q. Kt. fourth 


OG 


19. 

The K. R. at its K. third ſquare. 

The Kt. takes the R. P. and gives check. 
20. | 


The K. at his O. Kt. ſ uare. 
The Kt. — ” 


The Kt. Sb the K. and R. at once, 
&c. &c, 


— 4 2 — 22 — 
„% AA ĩð 2 2 — 
* 5 * 
* 
. 


— 


— 1 | 
— - 
_— 


SECOND BACK GAME, 
On the cighth move of the Black. 


Wh. 


Bl. 


Wh. 
Bl. 


Wh. 
Bl. 
Wh. 
Bl. 


Wh. 
BI. 


Wh. 
BY. 


Wh. 


Bl. 


Wh. 


BI. 


The 


9. 
The K. B. at his K. ſecond ſquare. 
The Q. P. one move. 


The 
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8 


Q. at her K. B. ſecond ſquare. 
The Q. B. P. one move. 


10. 


B. P. one move. 


The Q. P. one move. 


The K. B. at his third ſquare. 4 
The Q. B. at his Q. fourth ſquare, 


The Q. Kt. P. 
The Q. Kt. P. two moves. 


The 


. 
The Q. R. P. takes the P. 
The Q. B. takes the adverfary's B. 


15. 
The K. Kt. retakes the B. 
The Q. Kt. at his Q. ſecond ſquare, 1 


4 


11. 


12. 


3 


R. P. two moves. 


The Q. B. P. takes the P. 


ONE move. 


1 7 


Wh. The Q. B. at th K. third ſquare. 
Bl. Tb R. at his Q. Kt. ſquare. 


17. 
Wh. The Q. B. P. one move. 
Bl. I's Q. Kt. at his third ſquare. 


Wh. The Q. Kt. at bis 8 ſquare. 
Bl. The K. B. at the verſary s Q. Kt. 
fourth ſquare. 


b. The K. cafttes; * will undoubtedly 


win the game. 
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THIRD BACK GAME, 
On the twenty fixth move of the Black, | 


26. | 
Mb. The K. Kt. at his Q. ſecond ſquare. 
Bl. The K. B. P. one move. 


27. | 
Mb. The K. Kt. at his Q. Kt. third ſquare, 
Bl. The Q. B. P, one move. 


28. 
Wh. The Q. B. gives check. 
Bl. The K. at his Q. Kt. ſecond ſquare, 


29. 
Wh. The K. Kt. gives check at the adverſay's 
). B. fourth ſquare. 
Bl. The K. B. takes the Kt, 


30. 
Mp. The Q. B. takes the B. 
Bl. The Q. at her B. ſquare. 


1 


| 3 
Nb. The R. at its Q. Kt. ſquare. 
Bl. The K. at his Q. B. ſecond ſquare, 
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32. 
Mp. The Q. B. gives check at the adverſary's 
Q. third ſquare. 
Bl. The K. at his Q. ſquare. 


4 | 33- | 

b. The Q. gives check at the adverſary's 
Kt. third ſquare. 

Bl. The K. any where, loſes the game, 


* H LR D 


EMS 
PARTY, 


With three back games, beginning with the Black. 


N. B. This game is not quite exact; but the firſt moves 
of the white are very well calculated, eſpecially when ſome 
odds are gtanted. 


wet . 
Bl. The K. P. two moves. 
Hh. The ſame. 
2. 
Bl. The K. Kt. at his B. third ſquare, 
Wh. The Q. P. one move. 
3 
B/. The K. B. at his Q. B. fourth ſquare. 
Wh. The K. B. P. two moves. (a) 
Bl. The Q. P. one 3 
Wh. The Q. B. P. one move. 
5 | 
Bl. The K. P. takes the P. ( 
Hh. The Q. B. retakes the P. 
6. 
Bl. The Q. B. at the adverſe K. Kt. fourth 
ſquare. : 
Wh. The K. Kt. at his B. third ſquare, 
7. 
Bl. The Q. Kt. at his Q. ſecond ſquare. (e 
Wh. The Q. F. one re 1 ( 


* 
N. o. r s 


() It is always advantageous to change 
your King's Biſhop's Pawn for his King's 
Pawn, becauſe, by that means, your King's 
and Queen's Pawns may place themſelves in 
the centre of the cheſs-board; beſides, in caſt- 
ling on the right wing, your Rook finds it- 
ſelf free and able to act from the very begin- 
ning of the game, as will be ſhewn by a 
back game on the ſame play. N 


(6) If your adverſary refuſes taking your 
Biſhop's Pawn, you are till to leave it ex- 

ſed, and not move it forward until he has 
caſtled; and you muſt afterwards, with the 
Pawns of your right wing, form your attack 
upon the Pawns which cover his King, as is 
explained in a back game on that move. 
You are alſo to obferve, as a general rule, 
not to determine eaſily. to puth on the Pawns 
of either your right or left wing before your 
adverſary's King has caſtled, becauſe he will 


otherways retire on the fide where your 


Pawns are leſs advanced, and conſequently 
leſs able to hurt him: : 


(c) Should he take your Knight with his 
Biſhop, you muſt take his with your Pawn, 
in order to bring the ſtrength of your Pawns 
towards the centre, 


1 ] 
g 


Bl. The B. retires. | | 
Wh. The K. B. at his Q. third ſquare: (d) 


| 9. 
BI. The Q. at her K. ſecond ſquare, 
N. The ſame. 


10. 


Bl. The K. caſtles with his R. (+) 
Mb. The Q. Kt. at his Q. ſecond ſquare. 


* 


11. 


Bl. The K. Kt. at his R. fourth ſquare. ( 
Ih. The Q, at her X. third ſquare, 
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(d) This is the beſt ſquare your King's 
Biſhop can chuſe, except the fourth of your 
Queen's Biſhop: in that place he may be of 
uſe in forming your attack upon the King's 
Rook's Pawn, in caſe he caſtles on his left 
ſide. 


e) If he had caſtled on his Queen's fide, 
it would then have been your game to caſtle 
on your King's ſide, in order to attack him 
afterwards more eaſily with the Pawns on 
your left. Again, it being neceſſary to ob- 
ſerve, as a general rule, that as it is often 
dangerous to attack the adverſary too ſoon, 
here likewiſe you muſt be reminded not to 
be too haſty in your attack, until your Pawns 
are previouſly ſuſtained by one another, and 
alſo by your pieces, otherways thoſe prema- 
ture attacks will be unſucceſsful, as ſhall be 
ſhewn by a back game on this play. 


He plays the Knight to make room 
for his King's Biſhop's Pawn, with a defign 
next to advance it two ſteps to try to break 
the line of your Pawns. 


D 
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12. 
The K. Kt. takes the B. (g) 
The Q. retakes the Kt. 


13. 


The Q. B. takes the Kt. ( h) 


The P. retakes the B. 


| 14. 
The K. B. P. two moves. 


The Q. at her K. Kt. third ſquare. 


ä 15. 
K. B. P. taks the P. 


- The B. P. retakes it. 


16. 
The K. R. at its K. B. third ſquare. (i) 
The K. R. P. two moves. (&) 


17. 
The Q. R. at its K. B. ſquare. 
The K. caſtles with his Q. R. 


3 


1 


N OTE 8. 


lf he had puſhed his King's Biſhop's 
Pawn two ſteps, inſtead of taking your Biſhop, 
you ſhould then have attacked his Queen 
with your Queen's Biſhop, and then puſhed 
your King's Rook's Pawn upon his Biſhop, 
to force him to take your Knight; in this 
caſe your beſt way would be to retake his 
Biſhop with your Pawn, in order the better 


to ſupport your King's Pawn, and replace it 
in caſe it be taken. 


(4) If he did not take this Knight, his 
Biſhop would remain impriſoned by your 
Pawns ; or he would loſe three moves, which 
loſs would entirely ruin his games, 


(i) He plays this Rook with the deſign 
either to attack and remove your Queen, or 


to double it, if neceſſary, with his other 
Rook. 


Y You puſh this Pawn two ſteps, to 
give room to your Queen, in caſe your ad- 
verſary attacks her with his King's Rook. 


D 2 


18 


8 
Bl. The Q. B. P. two moves. 
Mb. The K. P. one move. ( 


1 
BI. The Q. P. takes the P. 
Wh. The Q. P. one move. 


& 59 
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NN 0 T.2S- 
(/) Here is a move as difficult to compre- 
hend as to be well explained ; in the firſt place 
you are to obſerve, that when you find your- 
felf with a ſtring of Pawns following one 
another, the Pawn which is at the head of 
them muſt ſtrive to preſerve its poſt, your 
King's Pawn not being upon the ſame co- 
loured ſquares, or in oblique line with the 
others, your adverſary has puſhed his Queen's 
Biſhop's Pawn for two reaſons; the firſt, to en- 
gage you to move forward yout Queen's Pawn, 
which would then be ſtopped by that of his 
Queen, and by that means to render uſeleſs 
your King's Pawn thus left behind; the ſe- 
cond is, to prevent at the ſame time your 
King's Biſhop from battering upon his King's 
Rook's Pawn, you ought therefore to puſh 
your King's Pawn forward upon his Rook, 
-and even facrifice it, becauſe your adverſary 
by taking it, opens a free paſſage to the Pawn 
of your Queen, which you are to advance 
immediately, and ſuſtain in caſe of need, with 
your others, in order to try to make a Queen 
with it, or draw ſome other confiderable ad- 
vantage from it, to win the game, Tt is true 
that his Queen's Pawn being now 'on the 
{ame line with its King, appears to have the 
ſame advantage of having no oppoſition from 
your Pawns to make a Queen, however the 
difference is great, becauſe” his Pawn being 
D 3 entirely 


Bl. 
Wh. 


BI. 
Wh. 


Bl. 
Wh. 


Bl. 
Mh. 
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JS. 
The B. at his Q. B. ſecond ſquare. 
The Kt. at his K. fourth ſquare. (m) 


Wwe! 0 5 we 
The K. R. at the adverſe K. B. third 
ſquare. | 


The Q. at her K. Kt. ſecond ſquare, 


22. | 
The Q. at her K. B. ſecond ſquare. (n 
The Kt. at the adverſe K. Kt. fourth 
ſquare. 


23. 


The Q. gives check. 


The K. at her Q. Kt. ſquare. 


24. 
Bl. The R. takes the B. (0) 


Wh. 


Bl. 
Ih. 


Bl. 
Wh. 


Bl. 
Wb. 


The R. retakes the R. 


25. 
The Q. at her K. B. fourth ſquare. 
The Q. at her K. fourth ſquare, (p) 


: _ 
The Q. takes the O. 
The N retakes the 


27. 
The R. at the adverſe K. B. fourth ſquare. 
The Kt. at the adyerſe K. Kt. fourth 
ſquare. 


39 J 
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entirely ſeparated and incapable of being 
joined to, or ſuſtained by any of the others, 
will always be in danger of being ſeized on 
its road by any of your pieces at war with it. 
This move, as I obſerved before, is very diffi- 
cult; and one muſt be already a good. player 
to judge well of it. 

(in) It was neceſſary to play this Knight, 
in order to ſtop his King's Pawn; the more 
ſo, becauſe this very Pawn, in its preſent 
ſituation, ſtops the paſſage of its own Biſhop, 
and even of its Knight. | 

] He plays his Queen, in order after- 
wards to give check, but if, inſtead of play- 
ing her, he had puſhed his King's Rook's 
Pawn, to hinder the attack of your Knight, 
you muſt have puſhed your Queen's Pawn 
one ſtep, which would have inſured you the 

me. 

(o) He takes this Biſhop to fave his King's 
Rook's Pawn ; beſides, that Biſhop proves 
more incommodious to him than all your 
other pieces, and by this play he keeps your 
Queen's Rook in check with his Queen. 

(2) Having the advantage of a Rook againſt 
a Biſhop, towards the end of a party, you 
will gain by changing the Queen ; becauſe, 
his Queen is troubleſome to you in her pre- 
ſent ſituation, and to avoid the check-mate, 


» finds himſelf under the neceſſity of taking 
er. 
D 4 
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| r 
The Q. B. P. one move. 


The Q. R, at her K. Kt. third ſquare. 


ä 8 | 
The Kt. at his Q. B. fourth ſquare. - 


The Kt. at the adverſe K. third ſquare. 


| 30. | 
The Kt. takes the Kt. 


The P. retakes the Kt. 


31. | 
The R. at its K. B. third ſquare. 


The K. R. at its Q. ſquare. (9) 


9 
The R. takes the P. 
The K. R. at the adverſe Q. ſecond 
ſquare, and wins the game. 


7 Lou muſt make yourſelf maſter of the 
openings, to bring the Rooks into play, eſe 
pecially at the latter end of the game. 


_- 
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FIRST BACK GAME, 


Bl. 


Wh. 


Bl. 


Wh. 


BI. 


Wh. 


Wh, 


On the third move of the Black. 


The Q. P. to 8 
The K. B. P. two moves. 


4. 
The Q. P. takes the P. 
The K. B. P. 8 the K. P. 


| The K. Kt. at 55 adverſe K. Kt. fourth 


ſquare. 
The Q, P, one move, 
6. 
The K. B. P. two moves, 
The K. B. at his Q. B. fourth ſquare, 


The Q. B. P. two moves. 
The Q. B. P. one move. 


8. 
The Q. Kt. at his B. third ſquare. 


The K. Kt. at his K. ſecond ſquare. 


| 9. 
The K. R. P. two moves. 


. The K. R. P. one move. 


10. 


The K. Kt. at his R. third ſquare, 


The K. caſtles. 


11. 
The Q. Kt. at his R. fourth ſquare, 
The B. gives check. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


BI. 


Wh. 


* 
to 


M. 


Bl, 


Wh. 


Bl. 


Wh. 


Bl, 


Wh. 


Bl. 


Wh. 


[Ss 1] 


| 12. 
The B. covers the check, 
The B. takes the B. 


| 13. 

The Q. retakes the B. 

The Q. P. one move. 
14. 


The Q. B. P. one move. 
The Q. Kt. P. two moves. 


15. 
The Q. B. P. takes it, paſſing by. 
The R. P. retakes the P. 


"> 
The * P. one move. | 
The Q. B. at his K. third ſquare, 


17. 
The B. at his K. ſecond ſquare, 
The K. Kt. at his K. B. fourth ſquare. 


18. 
The K. Kt. at his own ſquare. 
The K. Kt. at the adverſe K. Kt. third 


ſquare. 


8 
The K. R. at its ſecond ſquare. 
The K. P. one move. 


20. 
The Q. at her Kt. ſecond ſquare, 
The Q. P. one move. , 


The Q at her 
a The Q. Kt. at his R. third ſquare. 


6 


21. | 
The K. B. at his third ſquare, 


The K. R. takes the P. 


3 
The K. caſtles. 


The K. R. takes the adverſe Q. Kt. 


23. 
The P. takes the R. 


The Q. R. takes the P. 


24. 
The Q. R. P. one move. 


The R. gives check. 


25. 
The K. retires. 


. The R. at the adverſe Q. B. ſecond ſquare, 


26. 
Kt. fourth ſquare. 


27. | 
The Q. at her K. B. fourth ſquare, 
The Q. Kt. at his B. fourth ſquare, 


28. | 


The Q. takes the Kt. knowing not 
how to do better. 


The B. gives check. 


29. 
The K. retires. 


The Kt. gives check-mate, 


11 


SECOND BACK GAME, 


BI. 


Wh. 


On the fifth move of the Black. 


| 5 
The K. caſtles. 


. The K. B. P. one move. 


6. 


The Q. P. one move. 


The Q. at her K. B. third ſquare. 


1 
The Q. P. takes the P. 


The Q. P. retakes the P. 


8. 
The Q. R. P. two moves. 
The K. Kt. P. two moves. 


9. 
The Q. at her third ſquare. 


The K. Kt. P. one move. 


10. 
The K. Kt. at his K. e 


The K. B. at his Q. B. fourth ſquare. 


11. 
The Q. B. P. one move. 
The Wat the adverſe K. R. fourth 


{quare. 
4 


1 46 ] 


Bl. The Q. Kt. P. two moves. 
Wh. The K. Kt. P. one move. 


13. 
Bl- The K. R. p. one move. 
Wh. The B. takes the adverſe K. B. pP. 


Bl. The K. at his K. ſquare. 
Wh. The Q. B. takes the adverſe K. R. P. 


I5. 
Bl. The K. Kt. at his B. third ſquare. 
Wh. The Q. at her K. R. fourth ſquare, and 


wins the game. 
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THIRD BACK GAME, 


On the tenth move of the Black. | 


10. 
Bl. The K. caſtles with the Q. R. 


Wh. The K. caſtles on his R. fide. 


11. 


Bl. The K. R. P. one move. | 
Ih. The Q. Kr. at his Q. ſecond ſquare. 


12. 
Bl. The K. Kt. P. two moves. 


Wh. The Q. B. at his K. third ſquare. 


13. | 
Bl. The Q. R. at his K. Kt. ſquare. 
Wh. The Q. Kt. P. two moves. 


l 14. | \ ; 
Bl. The K. R. P. one move. | 
Wh. The Q. R. P. two moves. | 


{= 
Bl. The B. takes the Kt.. 
Wh. The Q. retakes the B. 


16. 
BI. The K. Kt. P. one move. 


Wh. The Q. at her K. ſecond ſquare. 


Bl. 
Wh. 
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17. 
The Q. B. P. one move. 


. The Q. R. P. one move. 


| _ 
The B. at his Q. B. ſecond ſquare, 


The Q. B. P. one move. 


19. 
The K. R. P. one move. 
The K. R. at its Q. Kt. ſquare. 


20. 
The K. R. at its fourth ſquare. 
The Q. B. P. one move. 


21. 
The O. P. one move. 


. The K. P. one move. 


22. | 
The K. Kt. at his K. ſquare. 


. The Q. Kt. P. one move. 


23. 
The P. takes the P. 


- The K. R. retakes the P. 


24. 


The Q. R. P. one move. | 
The K. R. at his Q. Kt. fourth ſquare. 


* 
The K. B. P. one move. 
The K. B. takes the Q. R. P. 
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46. 


Bl. The P. retakes the B. 
Wh. The Q. retakes the P. and gives check. 


27. 
Bl. The K. retires. 
Wh. The Q. gives check. 


a 
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28. | 5 „9 
Bl. The Kt. covers the check. 
Wh. The Q. R. P. one move. 


29. 
Bl. The K. at his Q. ſecond ſquare. . 
Ab. The Q. takes the adverſe Q. P. and 
gives check. 


30. 
Bl. The K. retires. 


Wh. The Q. R. P. one move, and by dif- 
ferent ways wins the game, without 


going further. 
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FOURTH PARTY, 


With two back games, the firſt on the fifth, 
and the other from the ſixth move. 


Ris 
BI. The K. P. two moves. 
Ib. The fame. 


| | 2. 
1 Bl. The Q. B. P. one move. (a) 
Wh. The Q. P. two moves. 


| 3- 
Bl. The P. takes the P. 
Mb. The Q. retakes the P. 


5 
Bl. The Q. P. one move. ( 
Wh. The K. B. P. two moves. 


* 
Bl. The K. B. P. two moves. (c) 
Wh. The K. P. one move. (d) 


. 
N G 


(a) This Pawn is very ill played at the 
ſecond move, becauſe by puſhing your 

neen's Pawn two ſteps, you regain the 
advantage of the move. | FS 
(6) If, inſtead of this Pawn, he had moved 
the King's Knight to his King's ſecond ſquare, 
you would have puſhed your - King's Pawn 
forwards, and ſuſtained it afterwards with 
your King's Biſhop's Pawn. 

(c) 1f, inſtead of puſhing this Pawn, he 
had moved his Queen's Biſhop to his King's 
third .ſquare, you muſt have moved your 
King's Biſhop to his Queen's third ſquare; 
and then the ſituation of the game would 
have been exactly as it is at the ſixth move 
of the Second Party : but if he had attacked 
your Queen with his Queen's Biſhop's Pawn, 
he would have played very ill, becauſe the 
Pawn at the head of thoſe which are on his 
Queen's fide would be left behind. Vide 
note (Y. 

(d) It is a general rule, that you muſt avoid 
changing your King's Pawn for your adver- 
ſary's King's Biſhop's Pawn. You are to 
obſerve the ſame rule with regard to your 
Queen's Pawn againſt his Queen's Biſhop's 
Pawn ; becauſe it is proved, that the King's 
and Queen's Pawns are better than the others; 
lince they, occupying the centre, hinder your 
adverſary's pieces from taking the moſt advan- 
tageous poſts. | 

E 2 
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6. 
Bl. The Q. P. one move. (e) 
Wh. The Q. at her K. B. ſecond ſquare. 


3 
Bl. The Q. B. at his K. third ſquare. 
Wh. The K. Kt. at his B. third ſquare. 


8. | 
Bl. The Q. Kt. at his Q. ſecond ſquare. 
Wh. The K. Kt. at his Q. fourth ſquare. - 


9. | 
Bl. The K. B. at his Q. B. fourth ſquare. 
Wh, The Q. B. P. one move. 


| 10. 
Bl. The 2 her Kt. third ſquare. 
Wh. The Q. B. at his K. third ſquare. 


II. 


Bl. The K. B. takes the Kt. 
Wh. The P. retakes the B. ( 


12. 
Bl. The K. Kt. at his K. ſecond ſquare, 
Nb. The K. B. at his Q. third ſquare. 


13. 
Bl. The K. caſtles nb his R. 
Wh. The K. R. P. one move. 


14. 
Bl. The Q. at her B. ſecond ſquare. ( 
Wh. The K. Kt. P. two moves. 
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N O TEE +. 


(e) If, inſtead of puſhing this Pawn, he 
had taken your King's Pawn, you ſhould 
then have taken his Queen, and afterwards 
have retaken his Pawn ; thus hindering him 
from caſtling,. you preſerve the attack. upon 
him: but as he could play his Queen at her 
Biſhop's ſecond ſquare, we will make that 
move the ſubject of a back game, 


When you have two bodies of 3 
ſeparated, you muſt always ſtrengthen the 
ſtrongeſt ſide, by uniting at the centre as 
many Pawns as you poſſibly can. 


(2) His Queen being now of no uſe in 
that place, he removes her to make room for 


his Pawns, with an intent to puſh. them 
upon you, | 


1 


Bl. 


Wh. 


Bl. 
Wh. 


Bl. 


IWh. 


BY. 
Ih. 


B.. 
Wh. 


Bl. 
Wh. 


Bt. 
IWh. 


BI. 
Wh. 


Bl. 
Wh, 


The K. P. one move. 


1 1 
| I 5. 
The K. Kt. P. one move. 
The K. Kt. P. one move. ( 


I 6. 
The Q. Kt. P. one move. 
The Q. Kt. at his B. third ſquare. 


17. 
The Q. B. P. one move. 


The K. caſtles with his Q. R. (i) 


18. 
The P. takes the P. 
The B. retakes the P. 


19. 
The Q. Kt. at his Q. B. fourth ſquare, 
The K. R. P. one move. ( | 


20. 
The Kt. takes the K. B. 
The R. retakes the Kt. 


21. 
The Q. B. at his K. B. ſecond ſquare. (/) 
The K. R. P. one move. 


22. 
The Q. Kt. P. one move. mn) 


The Q. R. at its K. R. third ſquare. 


23. 
The Q. Kt. P. one move. 


1 


Its 


N :0% 


(b) By the puſhing of this Pawn you ob- 
ſtruct the game; but you will always have 
it in your power to make an opening with 
your King's Rook's Pawn, as ſoon as your 

pieces are all ready to form and ſuſtain your 
attack. | | 


(:) You caſtle on your Queen's fide to 
have a more free attack on your right; but, 
if inſtead of caſtling you take the. Pawn 
offered to you, you thereby reunite in the 
centre your adverſary's Pawns, which would 
prove no ſmall hindrance to all your pieces. 


(4) Had you taken the Knight with your 
Queen's Biſhop, you had fallen into the error 
above-mentioned of reuniting his Pawns in 
the centre. 


(1) He plays this Biſhop to replace his 


King's Knight's Pawn, in caſe it be taken. 


(m) He plays this Pawn to attack the 
Knight that covers your King, having no- 
thing better in his power; for by taking 
your Pawn he would equally loſe the game. 


E 4 


1 ) 


Bl. The B. at bis K. 7 quare. (u) 
Wh. The K. R. P. 1 


e 25. 
Bl. The B. retakes the P. 
Mb. The R. takes the adverſe K. R. P. 


46. 
BI. The B. takes the R. g 
Wh. The K. R. takes the B. 


| 27. 
Bl. The K. takes che R. 


Wh. The Q. gives check at his K. R. 
fourth ſquare. 


28. 
Bl. The K. at his Kt. ſquare. 
Wh. The Q. gives check- mate. () 


E 


() If he takes the Pawn with his Biſhop, 
he 3 loſes the game. 


(0) You are to obſerve, that if you can 
ſacceed in making an opening upon the 
King with two or three Pawns you are Cer- 
tain to win the game. 
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FIRST BACK GAME, 


Ib. 


77 


Ih. 


The Q. at her third ſquare, 


The Q. Kt. at his B. third ſquare. 


On the fiſth nove of the Black. 


The Q. B. P. one move. 
Ihe K. B. gives check. 


| 6. 
The B. covers the check. 


. The B. takes the B. 


| 7. 
The Q. retakes the B. 


8. | 
The Q. Kt. at his B. third ſquare. 
The Q. B. P. two moves. 


9. 
The Q. Kt. at the adverſary's Q. Kt. 
fourth ſquare. | 


The Q. at her K. ſecond ſquare. 


10. 
The K. B. at his K. ſecond ſquare. 


11. 
The K. B. at his third ſquare. 
The Q. Kt. at the adverlary's Q. fourth 
ſquare. 

12. 
The Q. Kt. takes the Kt. 
The K. P. retakes the Kt. 


F 8 1 


13. 
The Kt. at his K. ſecond ſquare, 


The K. Kt. at his B. third ſquare, 


14. 


The K. caſtles with his R. 


The Q. at her third ſquare. 


oo 


The K. R. at its K. ſquare, | 


The K. at his B. ſecond ſquare. 


I 6. 


The Kt. at his K. B. fourth ſquare. 
The K. R. P. two moves. 


I 


7 
The Kt. at the adverſary's Q. fourth 


ſquare. 


The Q. B. at his K. third ſquare. 


18. 
The Kt. takes the Kt. 


The K. retakes the Kt. 


19. 


The B. takes the Q. Kt. P. 


. The Q. R. attacks the B. 


20. 
The B. retires to his third ſquare. 


"4 The K. Kr. P. two moves. 


21. 
The K. Kt. P. one move. 


f . The fame, 
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BI, 


Wh. 


Ih. 


The K. R. at its fourth ſquare. 


The B. at his Q, ſecond ſquare. 


The R. gives check. 
The K. at his B. ſecond ſquare, 


[ 6 ] 


223. | | 
The B. at his K. Kt. ſecond ſquare, 
The K. R. P. one move. | 


23. 
The K. R. at his K. ſecond ſquare. 


24. 
The Q. R. at his K. ſquare. 


25. 
The K. R. at the adverſary's K. fourth 


ſquare. 


The R. P. takes the P. 


I. 
The R. P. retakes the P. 


. The Q. R. at her K. R. ſquare, 


27. 
The Q. Kt. P. two moves. 


The B. at his Q. B. third ſquare. 


28. 


988 

The R. takes the O 

The K. R. gives check-mate, at the 
adverſary's K. R. ſquare. 


LP 
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SECOND BACK GAME, 


Of the fixth move of the Black. 


6. 
The Q. at her B. ſecond ſquare. 


. The K. B. at his Q, B. fourth ſquare. 


The Q. P. takes Ts . 
The P. retakes the P. 


8. 
The Q. B. P. one move. 


The Tat the adverſary's . 


{quare. 


9. 
The Q. Kt. at his B. third ſquare. 


The K. Kt. at his B. third ſquare. 


1 
The Q. Kt. at the adverſary's Q Kt. 
fourth ſquare. 


. The Q. at her own ſquare. 


II. 


The Q. R. P. one move. 


The Q. R. P. two moves. 


The K. Kt. at his K. ſecond ſquare. 
. The K. caſtles, 
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13. 
The K. Kt. P. one move. 
The Q. B. at the adverſe K. Kt. fourth 


ſquare. 


SOILS ' £0 

The K. B. at his Kt. ſecond ſquare. 

. The Q. B. at the adverſe K. B. third 
ſquare. | 


1 5. 
The K. Kt. at his own ſquare. 
The Q. B. takes the B. 


16. 
The Q. retakes the B. 
. The K. Kt. at the adverſe K. Kt. fourth 
ſquare. 


17. 
The K. Kt. at his R. third ſquare. 
The Q. Kt. at his B. third ſquare. 


18. 
The Q. Kt at his B. third ſquare. 
The Q. at the adverſe Q. fourth ſquare, 


19. 
The Q. Kt. at his K. ſecond ſquare. 
The Q. at the adverſe Q. third ſquare. 


20. 
The Q. B. at his Q. ſecond ſquare. 
The K. P. one move. 


Bl. 
Wh. 
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The Q. B. at his third ſquare. 
The Q. R. at his Q. ſquare. 


22. 
The K. Kt. at the adverſe K. Kt. fourth 


ſquare. 


The Q. gives check at the adverſe Q. 


ſecond ſquare. 


23. 
The B. takes Bs, 
The P. retakes the B. and gives check, 


24. 

The K. at his Q. ſquare. 

The Kt. gives check- mate at the adverſe 
K. third ſquare. 
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FIRST GAMBI I, 


With ſeven. back games; two on the fourth 
move, one on the fifth, one on the fixth, 
two on the ſeventh, and the laſt on the 
eigbtb. 


I. 
Wh. The K. P. two moves. 
Bl. The ſame. 


2. 


. The K. B. P. two moves 


Bl. The K. P. takes the P. 


3. 
Wh. The K. Kt. at his B. third ſquare. 
Bl. The K. Kt. P. two moves. 


ä 4. | 
Wh. The K. B. at his Q. B. fourth ſquare. (a) 
Bl. The K. B. at his Kt. ſecond ſquare. (6) 


5. 
Wh. The K. R. P. two moves. (c) 
Bl. The K. R. P. one move. (4) a» 


UW} 


N 0: TK-6, 
(a) Inſtead of that move, you might have 


puſhed your King's Rook's Pawn two ſteps, 


which would have changed the game. This 
will be the ſubje& of a back game. 


(6) If, inſtead of playing this Biſhop, he 
had moved his King's Knight's Pawn one 
ſtep, it would make another game. A freſh 
ſubje& for a back game. 


(c) By playing this Pawn you force him 
to defend his King's Knight's Pawn with 
that of his Rook, by which move you keep 


his King's Knight confined, nor can he then 


get out without leaving his Pawns expoſed 
ro be taken. | 


(d) There were two other ways of play- 
ing this; the firſt, by puſhing his King's 
Biſhop's Pawn one ſtep, in which cafe you 
ſhould facrifice your Knight, in order after- 
wards to give check with your Queen, which 
would inſute you the game; the ſecond, by 
puſhing his King's Knight's Pawn one ſtep 


upon your Knight, Another ſubject of a 


back game, =. 


F 


: 
: 
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6. 
Wh. The Q. P. two moves. 
Bl. The Q. P. one move. (e) <3 


Wh. The Q. B. P. af move. 2 
Bl. The Q. B. P. one move. £3 (f) 
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f 8. 
Wh. The Q. at her K. ſecond ſquare. 
BI. The Q. B. at the adverſe K. Kt. fourth 


— Jl” 


ſquare. £# (g) 
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(e) If, inſtead of that move, he had ad- 


vanced one ſtep his Queen's Biſhop's Pawn, 
you muſt have played that of your King, 
in order afterwards to take by the way 
his Queen's Pawn, in caſe he was to puſh it 
two moves, with a deſign to obſtruct your 
King's Biſhop. Another ſubject for a back 
game. | 


N. B. You are to obſerve, that in the attack of Gambits, 
the King's Biſhop is undoubtedly the beſt piece, and the 
King's Pawn the beſt Pawn. 


(7) If, inſtead of moving this Pawn, he 
had played his Queen's Biſhop either to his 
King's third ſquare, or to your King's Knight's 
fourth ſquare, he might have loſt the game 
two different ways. This will be the ſubject 
of two back games on the ſame moves. 


He may now without any danger play 
his Biſhop on this ſquare, as your Queen can 
no more double your King's Biſhop by at- 
tacking his two Pawns; but if, inſtead of 
that move, he had played his fame Biſhop 
to his King's third ſquare, he would have 
loſt the game. The ſubje& of a back game. 


F 2 
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| | 9. 
Wh. The K. Kt. P. one move. 
Bl. The K. P. takes the K. Kt. P. ( 


; 3 
Wh. The K. R. P. takes the P. 
Bl. The R. P. retakes the P. 


11. 
Wh. The R. takes the R. 
B/. The B. retakes the R. 


12. 
Ih. The Q. B. takes the adverſe K. Kt. P. 
Bl. The K. B. at his third ſquare. (0) 


13. 
Vh. The B. takes the B. 
Bl. The Q. retakes the B. 


| 14. 
Wh. The Q. Kt. at his Q. ſecond ſquare. 
Bl. The ſame. 
Ic. 
Wh. The K. caſtles 8 
Bl. The ſame. 
16. 
Wh. The R. at its K. Kt. ſquare. 
Bl. The Q. at the adverſe K. B. fourth 


{quare. 


17. 
b. The Q at her K. Kt. fecond ſquare. 
B:. The K. B. P. two moves. 


. 18. 
Wh. The Q. takes the P. 


Bl. The Q. takes the Q. 


1 } 
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(b) It is very material in the attack of 
Gambits, not. to ſpare your Pawns on the 
King's fide, and even to ſacrifice them all, if 
it be requiſite, though merely for the ſake 
of the adverſary's King's Pawn, becauſe it 
hinders your Queen's Biſhop from coming 
into play, and joining the pieces that form 
your attack. a” 0 


Y If, inſtead of playing that Biſhop, he 
had taken your's with his Queen, or had 
taken your Knight with his Queen's Biſhop, 
he would have loſt the game. ED aL; 


2 


Bl. 


. The 
The P. retakes the Kt. 


25. 
The B. at the adverſe K. R. fourth ſquare. 


The B. retakes the R. (J 


6 73 
19. 

The R. retakes the Q. 

The P. takes the P. 


20. 


- The K. B. takes the Kt. 


The Q. B. takes the Kt. 


21. 
Q. Kt. takes the B. 


22. 


. The B. at the adverſe K. B. ſecond 


ſquare. 


The R. at its K. B. ſquare. 


23 
. The R. takes the P. 


The K. at his Q. B. ſecond ſquare. 


24. 
. The K. at his Q. ſecond ſquare. (4) 


The Q. B. P. one move, 


'The R. takes the R. 
26. 


13 


NON. 
If, inſtead of playing your King, you 


had puſhed your Queen's Biſhop's Pawn, - 


you would have loſt the game; becauſe your 
_ adverſary, by puſhing his Queen's Biſhop's 
Pawn would have forced you to take with 
your Queen's Pawn, and afterwards have at- 


tacked your Rook and your Biſhop at once 
with his Knight. 


(1) The Biſhop having retaken the Rook, 
it is evident that it is become a draw game, 
unleſs ſome very great error is committed. 


This game ſhews, that a Gambit equally well 


attacked and defended, is never a deciſive 


party on either ſide; it is true that he who 
gives the Pawn has the pleaſure of always 
having the attack, and the proſpect of win- 
ing, which would be a certainty, if he who 
is on the defenſive did not play regularly 
well for the ten or twelve , firſt moves; 


\ 


L 


FIRST BACK GAME, 


Of the firſt Gambit, on the fourth move of 
the White. ; 


1 | 4. 
. The K. R. P. two moves. 
Bl. The K. Kt. P. one move. 


1 LL | 
| z. The K. Kt. at the adverſary's K. fourth 
= ſquare. 
Bl. The K. R. P. two moves. 


6. 
Wh, The K. B. at his Q. B. fourth ſquare, 
Bl, The K. R. at its ſecond ſquare, 


ä | 7. 
b. The Q. P. two moves. 
Bl, The QP. one move. 
Wh, The K. Kt. at his Q. third ſquare, 
B/. The Q at her K, ſecond ſquare. 


9. 
Wh. The Q. Kt. at his B. third ſquare. 
Bl. The K. Kt. at his B. third ſquare. 


| 8 
Wh. The Q. at her K. ſecond ſquare. 


Bl. The K. P. one move, 


11. 
Wh, The K. Kt. P. takes the P. 
Bl. The K. Kt. P. retakes the P. 


5 


Wh. 


. The 


, The 
The 


17. 
. The K. B. at his 


W 
12. 
The Q. takes the P. 
The Q. B. at the adverſe K. Kt. fourth 


ſquare. 


>. 
. at her K. third ſquare. 
The K-B. at his R. third ſquare. 


The K. Kt. at pis K. B. fourth ſquare. 
The Q. B. P. one move. 


15. 
B. at his 


Q. ſecond ſquare. 
The K. 


„takes the Kt. 


16. 
retakes the B. 
The Q. P. one move. 


third ſquare. 
The K. Kt. takes the K. P. 


18. 


, The Kt. or the B. retakes the Kt. 


The K. B. P. two moves. 


1 


SECOND BACK GAME, 


On the firſt Gambit, of the fourth move of 
the Black. 


4. 
Mb. The K. B. at his O. B. fourt IM 
Bl. The K. Kt. P. «QB. kya 


5. 
Wh. The K. Kt. at the adverſary s K. fourth 


ſquare. 
Bl. The Q. gives check. 


6. 
Ih. The K. at his B. ſquare. 
Bl. The K. Kt. at his R. third ſquare. 


7. 
Wh. The Q. P. two moves. 
B/. The Q. P. one move. 


8. 
Wh. The K. Kt. at his Q third ſquare. 
B/. The K. P one move. 


9. 
Wh. The K. Kt. P. one move. 
Bl. The Q. gives check. 


10. 
J/h. The K. at his B. ſecond ſquare. 
Bl. The Q. gives check. 


v7. 


+ 
Ih. The K. at his third ſquare. 
Bl. The K. Kt, at his ſquare. 


12. | 7 
Nb. The K. Kt, at his K. B, fourth ſquare, 
B/. The K. B. at his R. third ſquare. 


I 3. 46 
Wh. The K. B. at his own ſquare attacking 

the Q. - 
Bl. The Q. takes the R. 


14. 
Wh. The K. B. gives check, and the Q. is 
loſt. 


— ̃ ͤTAA — y —̃ —— . — 
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On the fifth move of the Black. 


| 5 
The K. R. P. two moves. 
The K. Kt. P. one move. 
6. 


. The K. Kt. at the adverſe K. Kt. fourth 


fquare. 


The K. Kt. at his R. third ſquare. 


. The O. P. two moves. 


The K. B. P. one move. 

: 8. 
The Q. B. takes the Gambit P. 
The Q. P. one move. 


. The Q. B. P. one move. 


The P. takes the Kt. 
10. 


The R. P. retakes the P. 
The K. Kt. at his own ſquare. 


11. 


The Q at her Kt. third ſquare. 


The Q at her K. ſecond ſquare. 


12. 
. The Q. Kt. at his Q. ſecond ſquare, 


The Q. at her K. B. own ſquare. 
Z 


: 3: 
. The K. caſtles with his R. 


Loſes the game. 


1 
FOURTH BACK GAME, 


Of the 5 Gambit, on the fixth move of 
the Black. 


6. 
Wh. The Q. P. two moves. 
Bl. The Q. B. P. one move. 


7 
Ib. The K. P. one move. 
Bl. The Q. Kt. P. two moves. 7 | | 


| 8. 
Wh. The K. B. at his Q. Kt. third ſquare, 
Bl. The Q. R. P. two moves. 


1 9. 
I/h. The Q. R. P. two moves. 
Bl. The Q. Kt. P. one move. 


10. 
JVh. The Q. Kt. at his Q. ſecond ſquare. 
Bl. The Q. E. at his R. third ſquare. 


11. 


IVh. The Q. Kt. at his K. fourth ſquare. 
/. The Q. at her Kt. third ſquare, or any 


where. 


| 1 1 
. The Kr. gives check at the adverſe Q. 
third ſquare. 
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FIFTH BACK GAME, 
Of the firſt Gambit, on the ſeventh move of 


Wh. 
Bl. 


Wh. 


Bl. 


ihe Black. 


75 
The Q. B. P. one move. 
The Q. B. at the adverſe K. Kt. fourth 


{quare. 


8. 
The Q at her Kt. third ſquare. 
The Q. B. at his K. R. fourth ſquare. 


9. 
The K. R. P. takes the P. 


The R. P. retakes the P. 


10. 
The K. R. takes the B. 


The R. takes the R. 


11. 
The K. B. takes the P. giving hk to 
the K. and R. wins a piece, and 
conſequently the game. 
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SIXTH BACK- GAME, 


Of the firſt Gambit, on the ſeventh move | of 
the Black. 


g* 
Wh. The Q. B. P. one move. 
Bl. The Q. B. at his K. third ſquare. 


8. 
Wh. The K. B. takes the B. 
Bl. The P. retakes the B. 


4 9. 
Wh. The Q. at her Kt. third ſquare. 
Bl. The — her B. ſquare, to defend the 


two P. 


10. 
Wh. The K. R. P. takes the P. 
Bl. The R. P. retakes the P. 


11. 


M. The K. R. takes the R. 
BI. The B. retakes the R. 


12. 
Wh. The K. Kt. takes the P. 


Bl. The K. at his ſecond ſquare. 


I 3. 
Wh. The Q. B. takes the P. 


Bl. The Q. Kt. at his B. third ſquare. 


Wh. 
Bl. 


Wh. 
BI. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


( *& |] 


14. | 
The Q. Kt. at his Q. ſecond ſquare, 
The G P. two nay 


15. 
The K. caſtles. 
The Q. Kt. P. two moves. 


16. 
The R. at its K. R. ſquare. 
The K. Kt. at his B. third ſquare. 


17. 
The R. takes F<, B. 
The Q. retakes the R. 


18. 
The Q. takes the K. P. and gives check. 
The K. retires where he pleaſes, the 
game 15 loſt, 
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SEVENTH BACK GAME, 
Of the firſt Gambit, on the eighth nove of 


Wh. 
Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 
Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh, 


Bl. 


the Black. 


8. 
The Q. at her K. ſecond ſquare. 
The Q. B. at his K. third ſquare, 


9. 
The K. B. takes the B. 
The P. retakes the B. 


| IO. 
The K. P. one move. 
The Q. P. takes the P. 


11. 


The Q. P. retakes the P. 
The Q. Kt. at his Q. ſecond ſquare. 


12. 


The K. Kt. P. one move. 
The ſame. 


13. 
The K. Kt. P. takes the P. 
The P. takes the Kt. 


14. 
The Q. takes the P. 
The Q. at her K. ſecond ſquare. 


The 


14 
. Kt. at his Q. ſecond ſquare. 
The 25 


caſtles. 
G 


Wh. 


Wh. 


Bl. 


. The 


. The 


. The 


a.) 
16. 


Kt. P. two moves. 
The K. R. P. one move. 


„ | 
The Q. Kr. at his K. fourth ſquare. 
The Q. Kt. at his third ſquare. 


18. 


. The B. at his K. third ſquare. 
The K. Kt. at his R. third ſquare. 


1 


0 
. The B. at the adverſe QB. fourth 


ſquare. 


The Q. at her B. ſecond ſquare. 


20. 
R. P. two moves. 


The K. B. at his own ſquare. 


T5 
R. P. one move. 


The K. B. takes the B. 


22. 


„The P. retakes the B. 


The Q. Kt. at his Q. fecond ſquare. 


23. 
The Kt. gives check. 


The K. retires. 


24. 
The Q. R. at its Kts. own ſquare. 
The Q. Kt. takes the P. 


1 
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| METS 
Ui. The Kt. takes the Q. Kt. P. 
Bl. The Q. Kr. takes the Kt. 


26. 
Ih. The Q. R. P. one move. 
Bl. The K. at his Q. R. ſquare. 


6 N 
Mb. The R. takes the Kt. 
Bl. The Q. at her B. own ſquare. 


28. 
Mb. The K. R. at its ſecond ſquare. 
Bl. The Q. R. at its Q. ſecond ſquare. 


29. | | 
The K. R. at its Q. Kt. ſecond ſquare, 
The K. R. at its ſecond ſquare. 


38. 1 4 
. The Q. takes the adyerſe Q. B. P. and 
wins the game. 


2 223 n — 
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SECOND GAMBIT, 


With five back games: the firſt on the third 
move, the ſecond and third on the fourth, 
the fourth on the eighth, and the fifth on 
the eleventh move of the Black, 


SY 9 | 
Wh. The K. P. two moves. 
Bl. The ſame. 


2 


#5. The'K. B. P. two moves 
Bl. The P. takes the P. 


| | | 3. 8 
Wh. The K. B. at his Q. B. fourth ſquare. 
Bl. The Q. gives check. ( 


4. 
Wh. The K. at his B. own ſquare 
Bl. The K. Kt. P. two moves. (6) <z 


* 


5. 
Wh. The K. Kt. at his B. third ſquare. 
Bl. The Q, at her K. R. fourth ſquare. (c) 


| 6. 
Wh. The Q. P. two moves. 
Bl. The Q, P. one move. 


2 


199 


N 0 F:3-..6. 


(a) A better way of playing this, would 
be to advance your King's Biſhop's Pawn two 
moves; as you will ſee by a back game. 


(6) There are two other ways of playing 
this; the firſt, by playing the King's Bithop 
to the Queen's Biſhop's fourth ſquare ; and 
the other, by puſhing the Pawn of that ſame 


Queen one move; which will make the 
ſubje& of two back games. 


(c) He might have removed his Queen to 
two other ſquares, but this is the belt ; for 
had he made her retire to your King's Knight' 8 


fourth ſquare, you might have taken his 


King's Biſhop's Pawn by giving check, and 
perhaps afterwards have forced his Queen, 


and if he had carried her to his King's 


Rook's third ſquare, you muſt have attacked 
the ſame King's Biſhop's Pawn with your 
King's Knight, which would entirely have 
decided the game in your favour, 


G ; 


9. 
The Q. at her K. ſecond ſquare. 


11. 
The Q takes the B. 


1 
. The K. at the adverſe K. B. fourth 


15. 
- The'K. R. ac B. 
The K. R. P. two moyes. 


TEL 


7. 
The Q. B. P. one move, (d) £3 
The Q. B. at the adverſe K. Kt. fourth 


ſquare. 


8. | 
The K. at his B. ſecond ſquare. 
The K. Kt. at his B. third ſquare. (e 


The Q. Kt. at his Q. ſecond ſquare, 


10. 
The K. R. P. two moves. 
The B. takes the K. Kt. 


The Q. takes the Q. (7)<3 


12. 
The K. retakes the Q. (g) 
The K. Kt. P. gives check. 


13. | | 
. The K. takes the adverſe K. P. 


The K. B. gives check at his R. third 


ſquare. 


ſquare. ( 


The K. B. takes the Q. B. 


19 


ES. 

(d) It is eſſential in the Gambits to play 
this Pawn, that you may afterwards be able 
to place your Queen at her Knight's third 
ſquare, by ſo doing you ſtrengthen your 
poſition and perplex your adverſary, eſpe- 
cially if he has played his Queen's Biſhop, 
without attacking one of your pieces. See 


reſpecting this the fifth and fixth back-games 
of the firſt Gambit. Hp) 


(e) If, inſtead of playing this Knight, he 
was to take your King's Knight, a third 
back game, will ſhew you how to act. 


(7) 1f, inſtead of taking your Queen, he 
had given check, a fourth back game will 
ſhew you how he would loſe the game. 


O have given it as a general rule, al- 
ways to unite your Pawns, and bring them 
into the centre. Here is, however, an ex- 
ception for two reaſons ; firſt, if you retake 
with your King you gain a Pawn, your ad- 
verſary not being able to prevent it; ſecondly, 
the Queen's being exchanged, your King has 
nothing to fear, and by bringing him into 
play, he may be as uſeful to you- as any 
other of your pieces, 


(5) Your King would not be ſafe on that 
ſquare, if your adverſary had yet a white 
Biſhop to drive him from that poſt ; but, as 
it is, your King ſuſtains all your Pawns. 

64 
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16. 
Wh. The Kt. at his Q, ſecond ſquare. 
Bl. The K. at his ſecond ſquare. 


17. 
I. The K. R. at its K. B. ſquare. (i 
Bl. The CB. P. one move. (t) 


| 18. 
Wh. The Q. R. at its K. ſquare. 


Bl. The Q Kt. P. two moves. (J 


' Wh. The B. at his . Kt. third ſquare, | 
B/. The N P. two moves. . 


20. 


Wh. The K. P. one move. 
Bl, The P. takes the P. 


21. 
Wh. The Q. P. retakes the P. 


Bl. The K. Kt. at his Q. fourth ſquare, 


Wh. The Kt. at his K. fourth ſquare. {m) 
Bl. The Q. Kt. at his third ſquare. 


AY 
Wh. The Kt. at the adverſe K. B. third ſquare. 
Bl. The Q. R. at its Q. ſquare. ( 


is £5 
N O N E A 


i You might have played this Rook to 
your King's ſquare; but in this caſe your 
Queen's Rook would have been almoſt uſeleſs 
to you; it is better therefore to retard your 
attack, and get all your pieces into action. 


(4) He prepares to puſh his Queen's Pawn 
one move, to break your centre ; but you 
muſt prevent it by putting him under the 
neceſſity of defending himſelf, 


(/) He endeavours to attack you on your 
left, and make an opening for his Rooks. 


(n) You would have played wrong had 
you taken his Knight with your Biſhop, be- 
cauſe by retaking your Biſhop with his Pawn, 
that very Pawn would obſtruct the paſſage 
of your Knight; it was therefore neceſſary 
to play this Knight firſt, in order to have 
no uſeleſs pieces. 


(n) If he had taken your Knight, you 
muſt have retaken with the Pawn, and af- 
terwards attacked his King's Biſhop's Pawn, 
by playing your Queen's Rook to its King's 
ſecond ſquare. 
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24. 


„The K. P. one move. 


The Q. R. at its Q. third ſquare. (o) 


25. | 
The P. takes the P. and gives check 


Wh 
with the R. 
Bl. The K. takes the P. 
| 26. | 
Wh. The K. at the adverſe K. Kt. fourth 
ſquare. | 
Bl. The K. at his Kt. ſecond ſquare. 
27. 
Wh. The Kt. takes the K. R. P. and gives 
check. 
BI. The K. at his R. ſecond ſquare. 
28. 
Wh, The K. R. gives check. 


Wh. 


The K. at his Kt, own ſquare, 


29. 
The K. R. at the adverſe Q. Kr. ſecond 


ſquare. 


The Q. R. at his Q. ſquare. () 


30. | 
The R. takes the adverſe Q. Kt. and 


wins the game. 


„ 1 


M 


(o) If, inſtead of playing the Rook, he 
had taken your Pawn, you would have won 


the game in a few moves, becauſe he would 


have loſt his Queen's Biſhop's Pawn ; fo, if 
he had taken your Knight with his own, you 
would haye taken his Pawa with yours, in 
giving check by diſcovery. 


% If he had played his King inſtead of 
his Queen's Rook, you might have given 
check with your Queen's Rook, and taken 
that of his King. It muſt be obſerved here, 
that what has decided the game in favour 
of the white, is, that the King having been 
in a ſituation fit for action, has been as uſe- 


ful as the beſt of his pieces. 
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FIRST BACK GAME, 


Of the ſecond Gambit, on the third move 
of the Black. 


, 3+ 
Wh. The K. B. at his Q. B. fourth ſquare, 
Bl. The K. B. P. two moves. 


* 
Wh. The P. takes the P. (a) 
Bl. The Q. gives check. 


2 
Wh. The K. at his B. own ſquare, 
Bl. The K. P. one move. (6) 


6. 
Wh. The B. takes the Kt. 
Bl. The K. P. takes the P. and gives 
check. (c) 


. | 2 

Wh. The K. takes the P. 

Bl. The K. R. takes the B. and wins the 
game. 4 


E 


N r 
(a) I make the white take that Pawn 
to ſhew you that it muſt cauſe the loſs of 
the game; the beſt move in this puzzling 


| ſituation would have been to play your Queen 
to your King's ſecond ſquare, | 


(6) He expoſes your King's Biſhop to be 
taken by his Queen. 


(c) So ſituated he cannot chuſe but win. 
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SECOND BACK GAME, 


Of the ſecond Gambit, on the fourth move of 


the - Black. 


4- | 
The K. at his B. own ſquare. 
The K. B. at his Q. B. fourth ſquare. 


Zo 
The Q. P. two moves. 


The K. B. at his 9 third "SY 


The K. Kt. at bis B. third ſquare. 
The Q. at the adverſary's K. Kt. fourth 
ſquare. 


The K. B. takes * K. B. P. and gives 
check. 
The K at his B. ſquare, becauſe if he 
takes the B. he loſes his . 
8. 
The K. R. P. one move. 
The Q. at the adverſe K. Kt. third ſquare. 


| 4 
The Q. Kt. at his B. third * \ 
The K. takes the B. 
10. 


. The Q. Kt. at his K, ſecond ſquare. 


The Q. at her K. Kt. third ſquare. 


11. 


The K. Kt. gives check to the K. and 


Q and wins the game. 


E 


THIRD BACK GAME, 
Of the ſecond Gambit, on the fourth move , 


Wh. 


Bl. 


Wh. 


Bl. 


Ih. 
The Q. B. takes the advert K. Kt. 


I7h, 


the Black. 


4. 
The K. at his B. own ſquare. 
The Q. P. one move. 


5. 
The K. Kt. at his B. third ſquare. 


The Q. B. at the adverſe K. Kt. fourth 
ſquare. 
3 6. 


The Q. P. two moves. 
The K. Kt. P. two moves. 


7. 
The Q. Kt. at his B. third ſquare. 


The Q. at her K. R. fourth ſquare. 
8 


be K. R. P. tine dives: 


The K. R. P.one move. 
The K. at his B. ſecond ſquare. 


10. 


. The P. retakes the B. 


The Q. at her K. Kt. third ſquare. 


11. 


The R. P. takes the P. 
The Q. retakes the P. 
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IS. | 
The Kt. at his K. ſecond ſquare. 
The Q. Kt. at his Q. ſecond ſquare, 


. 
. The Kt. takes the P. 


The Q. at her own ſquare. 
14. 


The Q. B. P. one move. 


The Q. Kt. at his third ſquare. 


15. 
The K. B. at his Q. third ſquare. 
The Q. at her ſecond ſquare. 


| 16. 
Wh. The Q. B. at his K. third ſquare, 
Bl. The K. caſtles. 
f I 17. 
Ib. The Q. R. P. two moves 
B/. The K. at his Q. Kt. own ſquare. 
X 18. 
b. The O. R. P. one move. 
Bl. The Q. Kt. at his B. ſquare. 
19. 
Wh. The O. Kt. P. two moves. 
Bl. The Q. B. P. one move. 
3 
I/h. The Q. Kt. P. one move. 
B/. The P. takes the P. 
| 21. 
Wh. The Q. R. P. one move. 
Bl. The Q, Kt. P. one move. 


Bl. 


Wh. 
Bl. 


NB. 
Bl. 


Nb. The Q. at her Kc. third ſquare, 


The K. B. P. one move. 

The Q. B. at bis A ſquare. 
9 

The P. retakes the B. 


3 
. The K. at his B. third ſquare. 


2 


The K. Kt. at his B. third ſquare. 


43. 
The K. B. takes the P. | 
The Q, at her B. ſecond ſquare. 


24. 
The Q. P. one move. 


The K. B. at his Kt. ſecond ſquare. 


25. 
The K. B. at the adverſe Q. B. third 


ſquare. 


The K. Kt. at his Q. ſecond ſquare. 


26. 
The Kt. at his Q. third ſquare. 
The K. Kt. at his K. fourth 9 225 


27. 
The Kt. takes the Kt. 
The B. retakes the Kt. 


28. 
The B. at his K. Kt. ſecond ſquare. 


The B. takes the B. 


The Q. at her K. ſecond ſquare. 


1. 


The Q. R. at its K. Kt. own ſquare. 
H 


The P. retakes 3 
The K. at his Q. B. Wend ſquare. 


The Q. P. one move. 
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32. 
. The Q. R. at the Q. B. own ſquare. 


The Q. R. at his K. Kt. third ſquare, | 


33. | 
. The B. at the adverſe Q. Kt. ſecond 


ſquare. 


The K. R. atits own Kt. ſquare, 


44. 
The R. takes the Kt. 


The R. retakes the R. 


35. 
. The B. takes the R. 


The K. retakes the B. 
36. 


The R. gives check. 


The K. at his Q. Kt. own ſquare. 


37. 
The Q at her B. fourth ſquare. 
The Q at her ſecond ſquare. 


38. 


The K. B. P. one move to prevent the 


Q. check. 
The R. at its K. Kt. ſquare, 


39- 
. The Q. at the adverſe Q. B. third 22 


The Q. takes ” % 


41. 


The K. R. P. one move. 
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42. 


The R. at its K. R. * 


The ſame. 


43. 
The R. at its K. Kt. own ſquare; 


The R. at its 2 ſquare. 


Tbe R. at the — K. Ke, ſquare, - 
The Q. Kt. P. one move. 


45 
The R. at the adverſe Q. R. ſquare, 


The K. at his Q. Kt. third ſquare. 
6 


46. 
The R. gives check. 


The K. at his Q. B. ſecond ſquare, 


i 47. 
The R. gives check. 


The K. at the 9 


. The K. P. one move. 


The Q. P. takes the P. 
49. 


The Q. P. one move. 


The K. at his Q. B. ſquare. 
0. 


. The Q. P. one move, and gives check? 


The K. at his Q, ſquare. 


51. 
The R. gives check, and wins the game. 


H 2 


1 


FOURTH BACK GAME, 
Of the ſecond Gambit, on the eighth move of 
the Black, | 


8. | 
Mi. The K. at his B. ſecond ſquare. 


Bl. The K. Kt. at his B. third ſquare. 


9. 
J/Vh. The Q. at her K. ſecond ſquare. 
Bl. The B. takes the Kt. 


4 10. 
Wh. The Q. retakes the B. 
Bl. The Q. takes the . 
. 
Wh. The P. retakes the Q. | 
Bl. The K. B. at his Kt. ſecond ſquare. 
1. . 
Wh. The K. R. P. two moves. 
Bl. The K. R. P. one move. 


13. 
Wh. The K. R. at its Kt. ſquare. 
Bl. The K. Kt. at his R. ſecond ſquare. 


LW. 
Wh. The Q. B. takes the Gambit's P. 
B“. The K. B. takes the Q. P. and gives 
25 check. 


8 IS. 
Wh. The P. takes dhe B. 
BJ. The K. Kt. P. takes the B. 
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16. , 
. The K. R. at the adverſe K. Kt. ſecond 


ſquare. 


The Q. Kt. at his B. third ſquare.. * 


17. 
IIb. The Q. Kt. at his B. third ſquare. 
Bl. The Q. Kt. takes the P. 


18. | IS: 
Wh, The B. takes the P. and gives check. 
Bl. The K. at his own B. ſquare. 


19. ; 
Nb. The Q. R. at its K. Kt. ſquare.” 
Bl. The Q. Kt. at his B. third ſquare. 


| 20. 
Wh. The B. at his Q. Kt. third ſquare. 


Bl. The Q. R. at its Q. own ſquare. 
* 
21. 


Wh. The K. R. gives check at the adverſe 
K. B. ſecond ſquare. 


Bl. The K. at his own ſquare. 


22, 
_ Wh, The Q. R. at the adverſe K. Kt. ſecond 


ſquare. 


Bl. The K. Kt. at his B. own ſquare. 


42 : 
Wh. The Kt. at the ak Q. fourth ſquare, 


and muſt win the game. 


Hg 


6 


FIFTH BACK GAME, 


Of the ſecond Gambit, on the eleventh move of 
the Black. 


11. 
Wh. The Q. takes the B. 
Bl. The K. Kt. gives check at the adverſe 
K. Kt. fourth ſquare. 


12. 
Wh. The K. at his Kt. own ſquare, 
Bl. The K. Kt. P. takes the P. 


— — — _ 4G — 


13 
Nb. The Q. B. takes the P. 
BI. The K. Kt, at his B. third en 


Mb. The Kt. at his QR, third ſquare. 
Tb — the Q. 


Wh. The P. RES" tke O. 
Bl. The K. Kt. at his R. fourth ſquare. 


1 
Nb. The K. R. takes the P. 
Bl. The K. Kt. takes the B. 
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17. 


Wh. The R. retakes the Kt. 
BI. The K. B. P. ne move. 


13 
18. 


. The K. at his B. ſecond ſquare. 
The K. caſtles. 


19. 
The B. at the edverſs K. third ſquare. 
„The B. at his K. ſecond ſquare. 


20. 


The QR. at its K. R. ſquare. 


The K. at his Q. Kt. _— 
21. 


. The B. takes the Kt. 


The R. retakes the B. 


. The Q. R. at qe adverſe K. R. third © 


{quare. 


The Q. Kt. P. one move. 


25. 
. The K. R. at the adverſe K. B. fourth 


_ 


The B. at his Q. own ſquare. 


24. 
. The K. R. at the adverſe K. R. fourth 


ſquare. 


The K. at his Q. Kt. ſecond ſquare. 


25. 


5 
The K. B. P. one move. 


The Q. B. P. one move. 
26. 


. The K. B. P. one move, and wins the 


game. 
* 
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THIRD GAMBIT, 


With three back games; on the ſecond, the 
third, and the eleventh move of the Black. 


"4 
Wh. The K. P, two moves, 
BI. The ſame. 
| 2, 
Wh. The K. B. P. two moves. 
Bl. The Q. F. two moves. (a) 


3. 
Wh. The K. P. takes the P. 
Bl, Ihe Q. takes the P. (6) <> 


1 
Wh. The K. B. P. takes the P. 
Bl, The Q. retakes the P. and gives check. 


5. 
Hh, The B. covers the check. (c) 
B/. The K. B. at his Q. third ſquare 


6 


Wh. The K. Kt. at his B. third ſquare, 
Bl, The Q. at her K. ſecond ſquare, 


: 7» g 
Wh. The Q. P. two moves. 


Bl, The Q. B. at his K. third ſquare. 


8. 
Wh, The K. caſtles 
Bl, Ihe Q. Kt. at his Q. ſecond ſquare, 


* 
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N -0-D ES 


(a) If he had puſhed this Pawn but one 


move, it would have intirely changed the 
ame ; therefore, I make it the ſubject of a 
back game. 


N. B. It is the beſt way of playing it, in order to avoid 
the ſnares of your adverſary in the Gambit, when you re- 
ceive the advantage of a piece. 


(6) Was he to take your King's Biſhop's 
Pawn with his King's Pawn, it would form 
quite a different game, which ſhall be the 
ſubject of a back game, 


(c) So ſituated, the game muſt appear en- 
tirely equal on both ſides: it is, however, 
to be obſerved, that you have the advantage, 
becauſe on your left wing you preſerve four 
Pawns on your Queen's fide, whilſt your ad- 
verſary's Pawns are divided three by three, 
and all ſeparated from the centre. 
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Wb. 
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Wh. 


Bl. 


Wh. 
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Wh. 


Bl. 
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9. 
The Q. B. P. two moves. 
The Q. B. P. one move. 

| 10. 
The Q. Kt. at his B. third ſquare. 
The K. Kt. at his B. third ſquare. 


11. 


The K. B. at his Q. third ſquare. 


The K. caſtles with his R. (4) £# 


12. 


The Q. B. at the adverſe K. Kt. fourth 
ſquare. (e) 
The K. R. P. one move. 


I 3. 
The Q. B. at his K. R. fourth ſquare. 
The Q. at her own ſquare. 


14. 
The Q. Kt. at his K. fourth ſquare. (0 
The KB. at his K. ſecond ſquare. 


I5. 
The Q. at her K. ſecond ſquare. 
The Q. at her B. ſecond ſquare. (g 


16. 
The Q. Kt. takes the K. Kt. 
The Kt. retakes the Kt. 


FC 27 
The B. takes the Kt. 
The B. retakes the B. 
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(d) As it was indifferent to him whether 
he caſtled on the King's or on the Queen's 
fide, I have already given, for ſuch caſes, a 
general rule for attacking the Pawns ; how- 
ever, for further inſtruction, I ſhall give a 
back game on that move. 


* 


e) It would have been wrong had he not 
caſtled on his Queen's fide, becauſe by puſh- 
ing his King's Rook's Pawn, he had forced 
your Biſhop to retire ; but, at preſent, it is 
your intereſt to excite him to puſh the Pawns 
that cover his King, that you may the eaſier 
form your attack, - 


lf he had not removed his Queen, to 
replace her with the King's Biſhop, the play 
of this Knight would have perplexed his 
game. 


(g) If, inſtead of playing his Queen? he 
had taken your Knight, you muſt then have 
retaken with your Queen, to put him upon 
endeavouring to ſave the mate, with which 
he was threatened. 
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18. 
The Q. at her K. fourth ſquare. 
The K. Kt. P. one move. 


19. 
The Kt. at the adverſe K. fourth ſquare. 
The B. takes the Kt. (4) 


20. 
The P. retakes the B. 


The Q. R. at its Q. own ſquare. (i) 


21. 
. The K. R. at the adverſe K. B. third 


ſquare. 


The Q at her ſecond ſquare., 


22. 


. The K. R. takes the adverſe K. Kt. P. 


and gives check. 


The P. takes the R. 


23. 
The Q. takes the P. and gives check. 
The K. at his R. ſquare. (0 


24. 
Takes the R. P. and gives a pins. 
check. 
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(6) If, inſtead of taking, he had with- 


drawn his Biſhop, you would then have 
taken his King's Knight's Pawn with your 
Knight, and that would haye given you the 


game. 


(i) If he had attacked your Queen with 
his Biſhop, inſtead of playing his Rook, 
you would have taken his Biſhop with your 
King's Rook; this, by making an opening 
upon his King, would have given you an 
eaſier attack. 


lf he had not played his __ to that 
ſquare, you muſt have taken his Biſhop with 


your Rook, and you would certainly have 
won the game. 


(/) If, inſtead of withdrawing his King, 
he had covered him with his Queen, you 
muſt have taken his Biſhop, giving him 

check; and you would have remained after- 
wards with two Pawns and a Biſhop againſt 
a Rook only, beſides a good attack, which 
was enough to win the game; but, as he has 
played his King inſtead of his Rook, you 
cannot do better than to make an end of 


the party by a drawn game, with a perpe- 
tual check. 


The K. B. P. wes: moves. 
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FIRST BACK GAME, 
Of 'the third Gambit, on the ſecond move of 


the Black. 


2 


The Q. P. one move. 


| 3- 
The K. Kt. at his B. third ſquare, 
The Q. B. at the adverſe K. Kt. fourth 


ſquare. 


The 


5 
. The Q. B. P. one move. 
The B. takes the K. Kt. 


6 


Q retakes the B. 
The K. Kt. at his B. third ſquare. 


|; 7. 
The Q. P. one move. 
The Q. Kt. at his R. fourth ſquare. 


8 


| * 
. The K. B. at his Q B. fourth ſquare. 
The Q. Kt. at his B. third ſquare. 


K. B. gives check at the adverſe 
Q. Kt. fourth ſquare. 
The Q. B. P. one move. 


| 9. 
The K. B. at his Q. R. fourth ſquare. 
The Q. Kt. P. two moves. 


le 


- The K. Ry. wats moves. 
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10. 


The K. B. at his Q. B. ſecond ſquare. 


The K. B. at his K. ſecond ſquare, 


11. 


The Q. P. one move. 


The K. P. takes the Q. P. 
12. 


The Q. B. P. retakes the P. 


The K. caſtles. 
1 


3. | 
The Q. B. at his K. third ſquare. 


The Q. Kt. at the adverſe Q. B. fourth 


ſquare. 


14. 
. The Q. Kt. at his Q. ſecond ſquare. 


The Q. Kr. takes the adverſe Q. Kr. P. 


I 


$ 
The K. Kt. P. two moves 


The Q. Kt. at the adverſe Q. B. fourth 
ſquare. | 
I 6. 


„The Kt. takes the Kt. 


The P. retakes the Kt. 


1 . p 


The K. Kt. P. one move. 


The Kt. at his Q. ſecond ſquare. 
18 | y 


The Q. gives check. 
1 


9. 
The K. at his Q. ſquare. 


The Q. at the adverſe Q. R. third ſquare. 


1 
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Wh. 


Bl. 


Wh. 
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[ 112 L 


20. 


The Q. R. at its B. own ſquare. 


The Q. takes the Q. R. P. 
21. 
The Q. at the adverſe K. R. fourth 
ſquare. 
The Q. R. at its Kt. own | ſquare. 
22. 
The K. P. one move. 
The K. Kt. P. one move. 
23. 
The Q. at her K. ſecond {quare. 
The Q. R. at the adverſe Q. Kt. ſecond 
ſquare. 
24. 
'The K. R. P. one move. 


The Q. B. P. one move. 


25. 
The K. R. P. * of the P. 
The K. B. P. retakes the P. 
. | 
The K. R. takes the adverſe K. R. P. 
The K. takes the R. 


a+ 
The Q. gives check-at the adverſe k. R. 
fourth ſquare. 
The K. where he can. 
28. 
The Q taking the P. gives check, and 


makes the following move. 
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SECOND BACK GAME. 


Of the third Gambit, on the third mave of 
the Black, _ 


| 3. 
Nb. The K. P. takes the adverſe Q. P. 
Bl. The K. P. takes the K. B. P. 


4. 
I/h. The K. Kt. at his B. third ſquare, 
Bl. The Q. takes the P. 


5. 
p. The Q. P. two moves. 
Bl. The Q. gives check at the adverſe K. 
fourth ſquare, 


| 6. | 
Wh. The K. at his B. ſecond ſquare. 
Bl. The K. B. at his K. ſecond ſquare. 


7. 
Wh. The K. B. at his Q. third ſquare. 


Bl. The Qat her Q. B. third ſquate. 


8. 
Wh. The Q. B. takes the P. 


Bl. The CB. at his K. third ſquare. 


9. | 
Ih. The Q. at her K. ſecond ſquare. 
Bl. The Q. at her own ſecond ſquare, 
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The Q. B. P. two moves. 


13. 
„The K. Kt. P. two moves. 


The B. takes the Kt. 
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10. 


The Q. B. P. one move. 


| fi. +. 
The Q. Kt. at his B. third ſquare, 
The K. Kt. at his B. third ſquare. 


8 
The K. R. P. one move. 
The K. caſtles. 


The K. B. at his Q. third ſquare. 
I 


4. | | 
The K. Kt. at the adverſe K. fourth 


ſquare. 


3 
The P. retakes the B. ; 
The K. Kt. at his K. own ſquare. 
8 


The Q. R. at its Q. own ſquare. 
The Q. at her K. ſecond ſquare. 


N 
The K. Kt. P. one move. 
The Q. Kt. at his Q. ſecond ſquare. 


18. 


The Q. at the adverſe K. R. fourth 


ſquare. | 


The K. Kt. P. one move. 


1 


19. 
b. The Q. at the adverſe K. R. third ſquare, 
Bl. The 2 CHECK, 


20, 
Nb. The K. at his Kt. third ſquare, 
Bl. The Q. Kt. takes the adverſary's K. P. 


Wh. The Kt. at his K. hh ſquare, - 
Bl. The Q at the adverſe Q. fourth ſquare, 


Wh, The Kt. gives 3 at the adverſe K. B. 
third ſquare. 
Bl. The Kt. takes the Kt. 


23. | 
Wh. The P. retakes the Kt. 
Bl. The game is loſt, the mate being forced. 
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THIRD BACK GAME, 
Of the third Gambit, on the elrventh move of 
the Black, 
7» 
Wh. The K. B. at his Q. third ſquare. 
Bl. The K. caſtles on his Q, fide, 
12. — 
In. The K. R. at its K. own ſquare. 
BI. The Q. retires at her K. B. ſquare. 


+» 

Wh. The Q. at her R. fourth ſquare. 
Bl. The K. at his wa own N * 
14 
Wh. The Q. B. at his K. third ſquare. 

Bl. The Q. B. P. one move. 


IC. 


Wh. The Q. P. one moe: . 


Bl. The Q. B. at the adverſe K. Kt. fourth 
ſquare. 
16. 


Wh. The Q. Kt. P. two alas 
Bl. The B. takes the Kt. 


1 17. 
I/h. The P. retakes the B. 
Bl. The QR. at his B. own ſquare. 
7} 
Wh. The Kt. at the adverſe Q. Kt. fourth 


- ſquare. 


Bl. The Q. R. P. one move. 


N 19. 
Wh. The Kt. takes the B. 
B/. The Q. retakes the Kt. 


C mp ] 
20. | 
Wh. The Q. R. at its Kt. own ſquare. 
Bl. The Q. Kt. at his K. fourth ſquare. 
21. 
Ib. The K. B. at his K. ſecond ſquare. 
Bl. The K. Kt. at his TM ſquare. 


22. 
M. The Q at the adverſe QR. fourth 
ſquare. 
Bl. The Q. gives check at her K. Kt. third 
4quare, 


23. 
22 The K. at his R. own ſquare. 
Bl. The Q. at her third ſquare. 


24. 
Ib. The P. takes the P. 
Bl. The Kt. retakes the P. 


25. 
Ib. The Q. R. at the adverſe Q. Kt. third 
ſquare. 
Bl. The Q. at her K. B. own ſquare, 
| 20. 
2 The K. R. at its Q. Kt. own 3 
Bl. The Q. Kt. at his Q. ſecond ſquare. 


277 
Ih, The Q. R. takes the adverſe Q. R. P. 
Bl. The Kt. takes the R. 
280. . x: 

Ih. The Q. retakes the Kt. | 
Bl. The Q.R. at its B. ſecond ſquare. 

29. 
Wh, The Q. P. one move, and wins the game. 


I 3 
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CUNNINGHAM GAMBIT, 


With two back games on the ſeventh move of 
the Black, and the eleventh an the M bite. 


Wh. 


Bl. 


Wh. 


Bt. 


72 


Bl. 


I, 
The K. P. two moves, 
The ſame. 

2, 
The K. B. P. two moves. 


The K. P. takes the P. 


3˙ 
The K. Kt. at his B. third ſquare. 


The K. B. at his K. ſecond ſquare. 


The K. B. at his Q. B. fourth ſquare. 


The K. B. gives check. 


The K. Kt. P. = move. 


The P. takes the P. 
6. 


The K. P. takes the adverſe K. R. P. 
and gives check. 


. The K. caſtles. 


7. 
. The K. at his R. own ſquare. 


The K. B. at his third cquare. (a) 


8. 
The K. P. one move. 
The Q. P. two moves. (2) 
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(a) If, inſtead of playing this Biſhop to 
his third ſquare, he had played him to his 
King's ſecond ſquare, you would have won 
the game in a few moves, as you will ſee by 
a back game. 


lf he did not ſacrifice his Biſhop, you 
would certainly win the game; but loſin 

him, and preſerving three Pawns for that 
piece, he muſt become your conqueror 'by 
the ſtrength of his Pawns, provided he is 
not too haſty in puſhing them forwards be- 
fore he has got out all his pieces, 
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The K. P. OE B. 
The K. Kt. retakes the P, 


10. 
The K. B. at his Q. Kt. third ſquare, 


The Q. B. at his K. third ſquare. 


11. | 


The Q. P. one move. (c £3 


- 


The K. R. P. one move. (d) 


12. 
The Q. B. at his K. B. ſourth ſquare. 


The Q. B. P. two moves. 


1 


3. 
. The Q. B. takes the P. next to his K. 


The Q. Kt. at his B. third ſquare. 


14. 
The Q. Kt. at his Q. ſecond ſquare. 


The K. Kt. at the adverſe K. Kt. fourth 
ſquare. (e) 


1 5. : 
The Q at her K. ſecond ſquare. (7) 


The K. Kt. takes the B. 
16. 


The Q. retakes the Kt. 


The Q at her Kt. own ſquare. (2 


57. 
The Q. takes the Q. (4) 
The Q. R. retakes the Q. 


EJ 
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(c) By puſhing this Pawn two moves you 
had given his Knight a free entry into your 
game, which would have loſt you the party. 
The ſubject of a back game. 


(d) This move is of great conſequence to 
him for enſuring the party, becauſe it hinders 
you from attacking his King's Knight with 
your Queen's Biſhop, which would have ena- 
bled you to ſeparate his Pawns, by ſacrificing 
a Rook for one of his Knights, which would 
have turned the game in your favour. 


(e) He plays this Knight to take your 
Queen's Biſhop, who would otherwiſe be 
troubleſome to him, was he to caſtle on his 
Queen's fide. Here we may obſerve, as a 
general rule, that when either has advanced 
Pawns, the beſt way is to ſtrive to get rid 
of the adverſe Biſhops, becauſe they can op- - 


pu the Pawns, and ſtop their way much 
etter than any other piece, 


(7) Not knowing how to fave your Biſhop, 
you play your Queen to replace him. 


(g) He offers to exchange Queens to break 
the direction of yours, fo that he may place 


his own at her third ſquare, in caſe you re- 
fuſe to take her. 


(b) If you did not take the Queen, your 
game would be in a ſtill worſe plight. 


Wh. 


Bl. 


[as 1 


3 
Q. R. at its K. ſquare. 


The 


The K. at his Q. ſecond ſquare, 


19. 
The K. Kt. gives check. 
The Q. Kt. takes the Kt. 


20. 


. The Q. R. retakes the Kt. 


The. K. at his Q. third ſquare. 


21. 


T be K. R. at its K. ſquare, 


The Q. Kt. P. two moves. 


22. 


. The Q. B. P. one move. 


The Q. R. at its K. own ſquare, 


2 


3 
. The Q. R. P. two moves. 


The Q. R. P. one move. 


24. 
The Kt. at his K. B. third ſquare, 


The K. Kt. P. two moves. 


3 
The K. at his Kt. ſecond ſquare. 


The K. B. P. one move. (7) 


26. 
The Q. R. at its K. ſecond ſquare. 
The K. R. P. one move. 
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Wh. 


Bl. 


Wh. 
Bt. 


IWh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 
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| TY 
The Q. R. P. takes the P. 
The P. retakes the P. 
4. „ 
The K. R. at its Q. R. own ſquare, 
The Q. R. at its own ſquare. (Y 


29. 
The K. R. to its K. own ſquare. 
The B. at his Q, ſecond ſquare. 


O 


The Q. P. one move. 


The Q. B. P. one move. 


31. 
The B. at his Q. B. ſecond ſquare, 


The K. R. P. one move. ( 
3 


The K. R. at its own ſquare. 
. The K. R. at its fourth ſquare. ( 


33. 
The Q. Kt. P. one move. 
The Q. R. at its K. R. own ſquare. 


1 
The Q. Kt. P. one move. 


The K. Kt. P. one move. 


0 36+ 
The Kt. at his Q, ſecond ſquare. 
The K. R. at its K. Kt. fourth ſquare. 


7 
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(4) You muſt never yield up the paſſages, 


nor ſuffer your adverſary to double his Rooks; 


to that end it is that he propoſes to change 
piece for piece. | 


Y He plays this in order afterwards ta 
puſh his King's Knight's ' Pawn upon your 
Knight, thereby to force him from his poſt; 


but if he had puſhed his Knight's Pawn be- 


fore he played this, your Knight, poſted at 
your King's Rook's fourth ſquare, would 
have ſtopped the progreſs of all his Pawns. 


* 


. 4 
n) Had he given check with his Rook's 
Pawn, inſtead of playing this, he would have 
ated entirely. contrary to the inſtruction 
given in the firſt party. Vide note (x). 
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Wh, 


Bl. 


Wh. 
Bl. 


Wh, 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 
Wh. 
Bl. 


Wh, 
Bl. 
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_ 
The K. R. at his K. B. own ſquare, 
The K. Kt. P. one move, 


37. 
The R. takes the P. and gives check. 
The K. at his Q. B. ſecond ſquare. 


38. . 

The K. R. at the adverſe K. Kt. third 
ſquare. 

The K. R. P. one move, and gives check. 


| 39- 
The K. at his Kt. own ſquare, 
The K. Kt. P. one move. 


40. 
The R. takes the R. 
The R. P. gives check. 


41. 
The K. takes the Kt. P. 
The R. P. makes a Q. and gives check. 


42. | 

The K. at his B. ſecond ſquare. 
The R. gives check at its K. B, own 

ſquare. | 3 


| 43+ 
The K. at his third ſquare, 


The Q. gives check at the adverſe K. R. | 
third ſquare. 


. 44. 
. The Kt. covers the check. 
The Q. takes the Kt, and gives mate 


in few moves, 


1 


FIRST BACK GAME, 


Of Cunningham Gambit, on the ſeventh move 


Bl. 


Wh, 


— 


Bl. 


Wh. 


of the Black. 


7. 
The K. at his R. own ſquare. 


The K. B. at his K. ſecond ſquare. 


. 
The K. B. takes the P. and gives check. 
The K. takes the B. 


| 9. 
. The K. Kt. at the adverſe K. fourth 


ſquare, giving double check. 
The K. at his third ſquare, or any 
where; he loſes his Q. 


10. 


The Q. gives check at her K. Kt. fourth 


ſquare. 


The K. takes the Kt. 


11. 
The Q. gives check at the adverſe K. B. 


fourth ſquare. 
The K. at his Q. third ſquare. 


12. 
The Q. gives check-mate at the adverſe 
Q. fourth ſquare. 
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To the firſt back game, on the eighth move 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh 
Bl. 


N. 


Bl. 


Wh. 


Bl. 


Wh. 
Bl. 


of the Black. 


8. 
The K. B. takes the P. and gives check. 
The K. at his B. own ſquare, 


| 9. | 
The K. Kt. at the adverſe K. fourth 


ſquare. 
The K. Kt. at his B. third ſquare. 


10. 
The K. B. at his Q. Kt. third ſquare. 
The Q. at her K. own ſquare. 


"29 
. The K. Kt. at the adverſe K. B. ſecond 


ſquare. 


The R. at its K. Kt. ſquare. 


12. 
The K. P. one move. 


The Q. P. two moves. 


1 


a 3. 
The K. P. takes the Kt. 
The K. Kt. P. retakes the P. 


; 14. 
The K. B. takes the P. 
The Q. B. at the adverſe K. Kt. fourth 


ſquare. 3 


Wh. 


Bl. 


Wh, 
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| 15. 
The Q. at her K. own ſquare. 


The Q. B. at his K. R. fourth ſquare. 


16. 
The Q. P. two moves. 


The B. takes the Kt. 


1 


7. 
The Q. B. gives check. 


The R. covers the check. 
18 


The Kt. at his Q. B. third ſquare. 


The Q. B. takes the B. 


| 19. | 
The Kt. retakes the B. 
The Q. at her K. B. ſecond ſquare. 


20. 
The Kt. takes the B. 
The Q. retakes the Kt. 


21. 
The Q. takes the Q. 
The K. retakes the Q. 


. 22. 
The B. takes the R. and wins the 
game. 
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SECOND BACK GAME, 


Of Cunningham Gambit, on the eleventh move 


of the White. 


. 
Wh. The O. P. two moves. 
Bl. The K. Kt. at the adverſe K. fourth 
ſquare. 
| 12. 
Mb. The Q. B. at his K. B. fourth ſquare, 
BI. The K. B. P. two moves. 
EOS 
Ih. The Q. Kt. at his Q. ſecond ſquare. 
BI. The Q. at her K. ſecond ſquare. 
14. | 
Ih. The Q. B. P. two moves. 
B/. The Q. B. P. one move. 
I 5. 
Ib. The P. takes the P. 
Bl. The P. retakes the P. 
16. 
b. The Q. R. at its B. own ſquare. 
Bl. The Q. Kr, at his B. third ſquare. 
17 
. The Kt. takes the adverſe Kt. 
Bl. The K. B. P. retakes the Kt. 


1 


Wh. 


Bl. 


Ih. 


Bl. 


Ih. The Q. R. at the adverſe Q. B. fourth 


Bl. 


Hip. The K. B. at his Q. R. fourth ſquare. 


Bl. 


Wh. 


Bl. 


. 


Bl. 


Wh. 


Bl. 


Mh. 


Bl. 


b. 


B. 


1 
18. | 


The Kt. takes the P., next to his K. 


The K. caſtles with his own R. 


19. 
The Q. at her ſecond ſquare. 
The K. R. P. one move. 


20. 


ſquare. 


The Q. R. at its Q. own ſquare. 


21. 


The K. Kt. P. two moves. 


22. 
The Q. B. at his K. third ſquare. 
The R. takes the R. 


2 


The Kt. retakes the R. 


The Q. at her third ſquare. 


24. 
The Q. at her K. R. ſecond ſquare, 
The K. at his Kt. ſecond ſquare. 


X$; 
The Q takes the Q. 
The R. retakes the Q. 


26. 

The Q. R. P. one move. 

The K. at his Kt. third ſquare. 
K 2 
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| | 27. 
Wh. The Q. Kt. P. two moves. 
Bl. The K. R. P. one move. | 
28. 


Mb. The Q. Kt. P. one move. 
Bl. The Kt. at his K. ſecond ſquare. 


29. 

Hh. The R. at the adverſe Q. B. ſecond 

8 ſquare. | Wo... 
BJ. The R. at his Q. ſecond ſquare, 


30. 
Wh. The R. takes the R. 


Bl. The B. retakes the R. 

31. 
Wh. The K. at his Kt. ſecond ſquare. 
Bl. The K. R. P. one move. 


| In; 

1h. The Q. B. at his K. B. ſecond ſquare. 

B/. The K. at his R. fourth ſquare. 
33. 

Ih. The K. B. gives check. 

Bl. The B. covers the check. 


34. 
Hh. The B. takes the B. 
BI. The K. retakes the B. 


35+ 
I/h. The Kt. gives check at his K. third 
ſquare. 


Bl. The K. at the adverſe K. B. fourth 
ſquare. 


4 
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5 | 36. 
Mb. The K. at his R. third ſquare. 
Bl. The K. at the adverſe K. B. third ſquare. 


37 
Mb. The Kt. at his K. Kt. fourth ſquare, 
Bl. The Kt. at his K. B. fourth quare. 


38. 
Wh. The B. at his K. Kt. own ſquare, 
Bl. The K. P. one move. 


Wh. The Q. R. P. one move. 
Bl. The K. P. one move. 


Wh. The B. at his K. B. ſecond ſquare. 
Bl. The Kt. takes the Q. P. and wins the 
game. 
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Tux QUEEN GAM BIT, 


With fix back games; on the third move of the 
White, the third move of the Black, the 
fourth move of the White, the ſeventh move 
of the White, the eighth move of the Black, 

and the laſt on the tenth move of the White. 


Wh. 
BI. 


Wh. 


Bl. 


Wh. 
Bl. 


I. 
Bl. 


Wh. 


Bl. 


Wh. 


Bl 


I. 
The O. P. two moves. 
The 5h : 

2 


The Q. B. P. two moves. 
The P. takes the P. 


2 
The K. P. two moves. (a) £3 
The K. P. two moves. (6) 44 


4. | 
The Q. P. one move. (c) £3 
The K. B. P. two moves. (d) 


8 
The Q. Kt. at his B. third ſquare. 
The K. Kt. at his B. third ſquare. 


6. 
The K. B. P. one move. 


The K. B. at his Q. B. fourth ſquare. 


1 


N G EB. 


(a) Had you puſhed this Pawn but one 
move, your adverſary would have ſhut u 
your Queen's Biſhop during half the game. 
The ſubject for a back game. 


(6) If, inſtead of playing this, he had ſuſ- 
tained the Gambit's Pawn, he would have 
loſt the game; as will be ſeen by a back 
game : but, if he had neither puſhed this 
Pawn nor taken the Gambit's Pawn, you 
muſt have puſhed your King's Biſhop's Pawn 
two moves, in order to have three Pawns 
in front, 


(c) Otherways, had you taken his King's 
Pawn, you would have loſt the advantage 
of the attack. The ſubject of a back game. 


(d) If he had played any thing elſe, by 
puthing your King's Biſhop's Pawn two 
moves, you would have procured for your 
pieces an intire liberty to act. | 


K 4 


| 
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| 7. 
The Q. Kt. at his R. third ſquare. ( 


The B. takes the adverſe K. Kt. (F) 


| | 8. 
The R. retakes the B. 
The K. caſtles. (g) &# 


The Kt. at his G. B. third ſquare. 
The P. takes the P. 


10. 
The K. B. takes the Gambit P. (4 4 £Þ 
The P. takes the adverſe K. B. P. 


1 


N G ES 


(e) If, inſtead of playing your Knight, in 
order to get rid of his King's Biſhop, accord- 
ing to the rule preſcribed in the firſt party, 
note (c), you had taken the Gambit's Pawn, 
you had loſt the game. The ſubject of a 
back game, 2 


lt, inſtead of taking your Knight, he 
had played his Biſhop to your Queen's fourth 
ſquare, you might have attacked him with 
your King's Knight, and taken him the ſub- 
{ſequent move. 


(Z) If he had puſhed his Queen's Knight's 
Pawn two moves, in order to ſuſtain the 
Gambit's Pawn, he had loſt the game ; (the 
ſubje& of a back game) and if, inſtead' of 
either of theſe two moves, he had choſen to - 
take your King's Pawn, your retaking it 
would haye hindered him from taking yours 
again with his Knight; becauſe, he would 
loſe the game by your giving him check af- 
terwards with your Queen, 


(Þ) This particular move requires a back 
game: if you had retaken his King's Biſhop's 
Pawn with your King's Biſhop's Pawn, you 
would have loſt the game. 


Wh. 


Bl. 


Wh, 


Bl. 


Ih. 


Bl. 


Wh. 


BI. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Ih. 


Bl. 


Wh. 


Bl. 


The K. R. at his K. own ſquare. 


x8: IS 


11. 
The P. retakes the P. (7) 
The Q. B. at his K. B. fourth ſquare. 


12. 
The Q. B. at his K. third ſquare. 
The Q. Kt. at his Q. ſecond ſquare. 


13. 
The Q. at her ſecond ſquare. 
The Q. Kt. at his third ſquare. 


14. 
The Q. B. takes the Kt. 
The R. P. retakes the B. 


14 
The K. caſtles on his Q. fide. 
The K. at his R. own ſquare. 


16. 
The K. R. at the adverſe K. Kt. fourth 
ſquare. 


The K. Kt. P. one move. 


17. | 
The Q. at her K. third ſquare. 
The Q. at her third ſquare. 


18. 


The Kt. at his K. fourth ſquare. 


The B. takes the Kt. 


| 19. | 
The P. retakes the B. in order to rejoin 


his Q. P. 
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Wh. 
Bl. 


Wh. 
Bl. 


Wh. 


BI. 


Ib. 
Bl. 


Wh. 
Bl. 


Wh. 
BI. 


Wh. 
BI. 


Wh. 
Bl. 


Wh. 
Bl. 
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20. 
The K. at his Q. Kt. own ſquare. 
The Q. at her B. fourth ſquare, 


. 
The Q. takes the Q. 
The P. retakes Q- 


22. 
The Q. R. at its K. own ſquare. 
The K. at his Kt. ſecond ſquare. 


| $4: 
The K. at his Q. B. ſecond ſquare. 
The K. R. P. one move. 


24. 
The K. R. at its Kt. third ſquare. 
The Kt. at his K. R. fourth ſquare. 


25. 8 
The R. attacked by the Kt. at its Q. Kt. 
third ſquare. 
The Q. Kt. P. one move. 


36... 
The Q. P. one move, to make an open- 
ing for your R. and B. 
The P. takes the P. 
* 
The K. R. takes the P. 
The Q. R. at its Q, own ſquare, 


28. 
The Q. R. at its Q. own ſquare, 
The Kt. at its K. B. third ſquare. 


Wh. 


. The 


. The 


1 


29 


The K. R. gives 


The K. at his R. own ſquare. | 
o. 


3 
The B. at the adverſe Q. fourth ſquare, 


to ſtop the adverſary's P. 
The Kt. takes the B. 


31. 
. The R. retakes the Kt. 


The K. R. at its B. own ſquare. 


1 
Q. R. at — Q. ſecond ſquare. 
The K. R. at the adverſe K. B. fourth 
ſquare. 
33s 
Q. R. at its K. ſecond ſquare, 
The Q. P. one move. 


34. 
The P. takes the P. 


The Q. R. retakes the P. 


35. 
. The K. R. at the adverſe K. ſecond 


ſquare. 
The K. Kt. P. one move. 


6. 


3 
One of the R. takes the P. 


The R. takes the R. 


37. 
The R. retakes the R. 
The R. gives check at the adverſe K. B. 
ſecond ſquare. 


WB. 


BI. 


The K. at his 


L 142 J 
8. 


3 | 
Q. B. third ſquare, 
The R. takes the P. 


39+ 
The R. P. two moves. ( 


The K. Kt. P. one move. 


40. 


The R. P. one move. 
The Kt. P. one move. 


41. | 
The R. at its K. own ſquare, 


The Kt. P. one move. 


42. 


The R. at its K. Kt. own * 


The R. gives check. 


43. 
The K. at his Q. B. fourth ſquare. 
The R. at the adverſe K. Kt. third 
ſquare. | 


| 44. 
. The R. P. one move. 


The R. at its Kt. ſecond ſquare. 


8 
The K. takes the P. 
The R. P. one move. 


46. 
The K. at a adverſe Q. Kt, third 


{quare. 
The R. P. one move. 
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N 
lf, inſtead of playing this, you had 


taken his Pawn with your Rook, you would 
have loſt the game;. becauſe . your King 
would have prevented your Rook's coming 
up time enough to ſtop the paſſage of his 
Knight's Pawn. | 
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| | 47+ 
N. The R. P. one move. 


Bl. The R. takes the P. (7) 


| | 48. 
Wh. The R. takes the P. (u) 
B/. The R. at his K. R. ſecond ſquare. 


49. 
Wh. The P. two moves. 


B/. The P. one move. 


50. 
Wh, The R. at its K. R. ſecond ſquare, 
B/. The K. at his Kt. ſecond ſquare, 


I. 
Wh. The P. one move, 
B/. The K. at his Kt. third ſquare, 


52. 
Wh, The K. at the adverſe Q. B. third ſquare. 
Bl. The K. at his Kt. fourth ſquare, 


53. 
Nb. The P. one move. 


Bl, The K. at the adverſe K. Kt, fourth 
ſquare. 


4. 
Wh. The P. 1 
Bl. Takes the P. with the R. and playing 
afterwards his K. upon the R. it muſt 
be a drawn game. 
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NOT E S. 


(1) Had he not taken your Pawn with his 


Rook, you would have won the game ims 
mediately. 


(m) If, inſtead of taking his Pawn, you 
had taken his Rook, you would have loſt 
the game, 


I 146 ] 


FIRST BACK GAME, 


Of the Queen's Gambit, on the third move of 
the White. 


= | "+ 
Ib. The K. P. one move. 
Bl. The K. B. P. two moves. 


4. 
Wh. The K. B. takes the P. 
BI. The K. P. one move. 


5. 
Hh. The K. B. P. one move. 
Bl. The K. Kt. at his B. third ſquare. 


6. 
Wh. The Q. Kt. at his B. third ſquare. 
Bl. The Q. B. P. two moves. 


\ 


7· 
Nb. The K. Kt. at his K. ſecond ſquare. 
Bl. The Q. Kt. at his B. third ſquare. 


8. 
Hh. The K. caſtles 
Bl. The K. Kt. P. two moves. 


f 9. 7 
Wh. The Q. P. takes the P. 
Bl. The Q. takes the M 


10. 
Nb. The K. R. retakes the Q. 
Bl. The K. B. takes the P. 
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| | 11. - 
Wh. The K. Kt. at his Q. fourth ſquare. 
Bl. The K. at his ſecond ſquare. 


12. 8 
Nb. The Q. Kt. at his R. fourth ſquare, 
Bl. The K. B. at his Q. third ſquare. 


| 13. 
b. The Kt. takes the Kt. 
Bl.” The P. retakes the Kt. 


14. 
W. The K. B. P. one move. 
Bl. The K. . P. one move. 


| . £2 | 
Wh. The Q. B. at his Q. ſecond ſquare, 
Bl. The Kt. at his Q. fourth ſquare. 


16. 
Wh. The K. Kt. P. one move. 


Bl. The Q. B. at his Q. ſecond fquare. 


1 7» 
Wh. The K. at his B. ſecond ſquare. 
B/. The Q. B. P. one move. 


18. | 
Hb. The Kr. at his Q. B. third ſquare. 
B/. The Q. B. at his Q. B. third ſquare. 


19. 
W/h. The Kt. takes the Kt. 
BJ. The P. retakes the Kt. 


5 1 
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"| | 
Wh. The K. B. at his K. ſecond ſquare. 


B/. The Q. R. at its K. Kt. own ſquare. 


21. 
Wh. The Q. B. at his third ſquare. 
Bl. The K. Kt. P. takes the P. 


8 22. 
Wh. The B. takes the R. | 
Bl. The P. takes the K. P. giving check. 


22, 
Wh. The K. retakes the P. 
Bl. The R. takes the B. 


24. 
Mb. The K. B. at his third ſquare, 
Bl. The K. at his third ſquare. 


25. 
Wh. The K. R. at bis Q. ſecond ſquare, 
B/. The Q. P. gives check. 


26. 
Nb. The K. at his B. ſecond ſquare. 
Bl. The Q. B. at the adverſe K. fourth 
ſquare. 


; 8 
NU. The Q. R. at his K. own ſquare. 
Bl. The K. at his Q. fourth ſquare. 


ps © 
Wh. The K. R. at its K. ſecond ſquare. 
Bl. The R. at its K. own ſquare. 


Wh. 
Bl. 


Nb. 
Bl. 


Wh. 


Bl. 


IWh. 


Bl. 


Wh. 
Bl. 


Wh. 


Bl. 
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29. 
The K. Kt. P. one move. 
The B. takes the B. 


o. 
The R. takes the R. 
The P. takes the P. 


Es 
The Q. R. P. one move. 
The Q. B. P. one move. 


32. 3 
The K. R. at the adverſe K. R. own 
ſquare. 


The Q P. one move, 


535. 
The K. at his third ſquare. 
The K. B. gives check at his Q. B. 
fourth ſquare. 


4. 

The K. at his b fourth ſquare, having 
no better place. 

The Q. P. one move, and wins the 
game. 7 


* 
| 
p 
: 
4] 
| 
| 
;| 
1 


[ 230 -] 


SECOND BACK GAME, 


Of the Queen's Gambit, on the third move of 
| 7 Be Black * 


. 3· 5 
Wh. The K. P. two moves, 
B/. The Q. Kt, P. two moves, 


Wh. The Q. R. P. two moves. 
Bl. The Q. B. P. one move. 


ib. The O. Rt. P. Coe move. 


Bl. The Gambit P. takes the P. 


6. g 
Wh. The R. P. takes the P. 
B/. Ihe Q. B. !. retakes the P. 


Ib. The K. B. takes ihe P. and gives check, 
Bl. The B. covers the check, 


| wn - 
Wh. The Q. takes the P, 


| Bl. The B. takes the B. 


2. | 
Wh, The Q. retakes the P. and gives check. 
Bl. The Q. covers the check, 
10. 
Ab. The Q. takes the Q. 
Bl. The Kt. retakes the Q 


The 
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Bs 
The K. B. P. two moves. 


The K. P. one move. 
12. 


The K. at his ſecond ſquare. 
„The K. B. P. two moves. 


1 


. The K. P. one move. 


The K. Kt. at his K. ſecond ſquare. 


The 


14. | 
* at his B. third ſquare. 
The 


Kt. at his Q. fourth ſquare. 


15. 
The Kt. takes the Kt. 
The P. retakes the Kt. 


16. 
Q. B. at its R. third ſquare, 
The B. takes the B. 


| 17. 
. The R. retakes the B. 


The K. at his ſecond ſquare. 
18. 


The K. at his B. third ſquare. 


The K. R. at its Q. Kt. own ſquare. 


19. 
The Kt. at his K. ſecond ſquare, 


The K. at his third ſquare. 
L 4 
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The K. R. at its Q. R. own ſquare: 


The K. R, at its Q. Kt. ſecond ſquare 


1. 


The Q. R. gives check. 


The Kt. covers the check. 


22. 5 
The K. R. at the adverſe Q. R. fourth 


ſquare. 


The K. Kt. P. one move. 


23. 
The Kt. at his Q. B. third ſquare. 


The Q. R. at its Q, own ſquare. 


24, 


4 
The Q. R. takes the adverſe Q. R. P. 


The R. takes the R. 


2 


- The R. retakes, and muſt win the game. 
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THIRD BACK GAME,” 


Of the Queen's Gambit, on the fourth move of 
the White. 


2 | 
Wh. The Q. P, takes the P. 
Bl. The Q. takes the Q. 


| Zo 
Wh. The K. retakes the Q. 
B/. The Q. B. at his K. third ſquare, 


6. 
Wh. The K. B. P. two moves. 
Bl. The K. Kt. P. one move. 


7. 
Wh, The Q. Kt. at his B. third ſquare. 
Bl. The Q. Kt. at his Q. ſecond ſquare, 


8. 
Mb. The K. R. P. one move. 
Bl. The K. R. P. two moves. 


Wh. The Q. B. at bis K. third ſquare. 
Bl. The K. caſtles. 


10. | 
Mh. The K. at his Q. B. ſecond ſquare. 
Bl. The K. B. at his Q. B. fourth ſquare, 


7 
Wh. The B. takes the B. 
Bl. The Kt. retakes the B. 


— ee ES — — — - 


4 
' 
{ 
| 
| 
' 
« 
| 
; 


| 
| 
l 
f 


Wh, 


Bl. 


Wh. 
Bl. 


Wh. 


Bl. 


I& __ 


The K. Kt. 4 his B. third ſquare. 
The Q. B. P. one move. 


13. 
The K. Kt. at the adverſe K. Kt. fourth 


ſquare. 


The hh 'P. two moves. 


The K. B. at his *. ſecond ſquare. 
The K. Kt. at his K. ſecond ſquare. 


. The Kt. takes a B. 


The P. retakes the Kt. 
16. 


. The Q. R. P. two moves. 


The Q. Kt. at the adverſe Qt. third 


ſquare. 
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＋ be Q. R. at its ſecond ſquare. 
The Q. R. P. one move. 


18. 


. The Q. R. P. takes the P. 


The Q. R. P. retakes the P. 
1 


. The R. gives check. | 
The. K. at his Q. Kt. ſecond ſquare. 


20. 


. The R. takes the R. 


The R. retakes the R. 


hy 7 


t. 


| 1 
nb. The R. at its Q. own ſquare. 
Bl. The Q. Kt. gives check. 

| „ 1 4 
The K. at his Q. Kt. own ſquare. 1 
The K. at his Q. Kt. third ſquare. 


23. 
The K. Kt. P. two moves. 
The P. takes the P. 


24. 
The P. retakes the P. — 
The Q. B. P. one move. 


| 25. 
The K Kt. P. one move. 


The K. Kt. at his Q. B. third ſquare. 


26. Sf 2 
The B. at his K. Kt. fourth ſquare. 
The Q, Kt. P. one move, 


| 27. 
Nb. The Kt. at his K. ſecond ſquare. 
B/. The K. Kt. at his Q. R. fourth ſquare, 


28. 
Wh, The Kt. takes the Kt. 
Bl. The P. retakes the Kt. 


29. 
Wh. The B. takes the P. 
Bl. The K. at his Q. B. fourth ſquare. 


Il. 
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30. 
The K. B. P. one more. 
The Q. P. one move. 


The K. B. P. he the P. 


The Kt. at the adverſe Q. Kt. third 
ſquare. 


YE 
The P. one move. 


The R. at its Q. R. own 1 


| 33. 
The R. takes che p. 


The R. gives check. 


. 34. 
The K. at his Q. B. ſecond ſquare. 
The R. gives check-mate at the Q. B. 
Own 1quare, 
L 


7 1 


FOURTH BACK GAME, 
Of the. Queen's Gambit, on the ſeventh. move 


Wh. 


Bl. 


Wh. 


BI. 


The K. B. P. 


of. the White. 


7 
The K. B. takes the Gambit's P. 
The K. B. P. takes the P. 
| 8. 
retakes the P. 
The K. Kt. at the adverſe K. Kt. fourth 


ſquare. 
9. 
IVh. The K. Kt. at his R. third ſquare. 
Bl. The Q. gives check. ä 
ro. 
Mb. The K. at his Q. ſecond ſquare. 
B/. The K. Kt. at the adverſe K. third ſquare. 
11. 
N. The Q. at her K. ſecond ſquare. 
Bl. The Q. B. at the adverſe K. Kt. fourth 
| ſquare. 
12. 
}/h. The Q. at her third ſquare. 
BI. The K. Kt. takes tlie P. 
13. 
Mb. The K. Kt. at his own ſquare. 
Bl. The Q. at the adverſe K {quare, giving 
check. 
I 4. 
Nb. The K. retires. 
Bl. The K. B. takes the Kt. and muſt win 


the game. 


11 


FIFTH BACK GAME, 


Wh. 


BI. 
Wh. 
BI. 


| Of the Queen's Gambit, on the eighth move of 


the Black. 


8. 
The R. retakes the B. 
The Q. Kt. P. two moves. 


* | 
The Kt. at the adverſe Q. B. fourth 
ſquare. | 


The K. caſtles. 
38 10. 


. The O. R. P. two moves. 


The Q. Kt. at his R. third ſquare. 


11. 
The Kt. takes the Kt. 
The B. retakes the Kt. 


. 12. 
The R. P. takes the P. 


The B. retakes the P. 


13. 
The Q. Kt. P. one move. 


The K. B. P. takes the P. 


| 8 
. The Q. Kt. P. takes the P. 


The B. at his Q. ſecond ſquare, 


15. | 
The Q. B. at the adverſe K. Kt. fourth 


ſquare. 


The P. takes the P. 


[ wo 1 
16. 
V. The P. retakes the P. | 
Wh. The K. at his R. own ſquare. 


| Wh. The K. B. at his Q third ſquare. 
Bl. The K. R. P. one move. 


18. 
Wh. The K. R. P. two moves. 
B/. The R. P. takes the Q. B. 


| 19. 
I/b. The P. retakes the P. 
I/b, The Kt. at his R. fourth ſquare. 


20. | 

Wh. The B. at the adverſe K. Kt. third 
ſquare. 

BI. The Kt. at the adverſe K. B. fourth 
ſquare. 


21. 
Wh. The Q. at her B. ſecond ſquare. 
B/. The Kt. takes the B. to avoid the mate. 


Wh. The Q retakes | = a5 7 

BI. The B. at his K. B. fourth ab 
23. 

Wh. The Q. gives check. 

Bl. The K. retires. 


| 24. 
Wh. The K. Kt. P. one move, 
Bl. The B. takes the P. 


3 
Wh. The Q. takes ny B. 


Bl. 


Wh. The Q. R. at the adverſe Q. R. third 


Bl. 
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The Q. at her K. B. third ſquare. 
26. 


, 


ſquare. 


The Q. takes the Q. 


27. 
Wh. The Q. R. retakes the Q. 


Bl. 


Wh 
Bl. 


The K. R. at its B. ſecond ſquare, 


28. 
. The K. at his ſecond ſquare. 
The Q. R. P. two moves. 


2 


* 
Wh. The Q. R. at the adverſe K. third ſquare, 


Bl. 


Wh 
Bl. 


Wh. 


BI. 
3 


Wh 
Bl. 


The R. P. one move. 


30. 
The R. takes the P. 
The R. P. one move. 


| 41. 
The K. R. at its Q. R. own ſquare. 
The R. P. one move. 


| * 
- The R. at its K. third ſquare. 
The K. R. at its B. third ſquare. 


33. 
The K. at its Q. third ſquare. 
The R. gives check. | 


Wh, 
Bl. 
Wh. 
BI. 
Wh. 
Bl. 


Wh, 
Bl. 


The 


(ls 1 


4. | 
The K. at his earth ſquare. 
The R. takes the R. 


i f 5. 
The K. retakes che R. 
The R. at its Q. R. third ſquare. 


36. 
The K. at his Q fourth ſquare. 
The K. at his B. ſecond ſquare. 


37. 
The K. at his Q. B. third ſquare. 
The R. gives check. 


8 


The K. at his Gk. fourth ſquare. 


The R. takes the P. 


39— 
. The R. takes the P. 


The K. at his ſecond ſquare. 


40. 
B. P. one move. 
The K. Kt. P. two moves. 


WW 
The R. at the adverſe Q. R. ſecond . 


ſquare. 


The K. at his Q. own ſquare. 


— 43. 
The K. at the adverſe Q. Kt. fourth 


ſquare. 
The Kt. P. one move. 


M 


EY 
— * - 
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% 
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Mp. The K. at the adverſe Q. B. third ſquare. 
Bl. The R. gives check. 


44. 
. The P. covers the check. 
BI. The P. takes the P. 


| 45. 
Wh, The P. retakes the P. 
Bl. The K. at his own ſquare. 


46. 


Mb. The R. at the adverſe K. Kt. ſecond 


ſquare. 


Bl. The R. at its K. R. third ſquare. 


47. 
Wh. The K. at the adverſe Q. B. ſecond 


ſquare, and by puſhing his Pawn he 
will win the game. 


in 
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SIXTH BACK GAME, 


Of the Queen's Gambit, on the tenth move of 
the White, | 


_— — g 
* _ 


- — PE — 4 — — - 
-- — ooatenn — Acc 
— 
* - #*< A 
CN r * 
2 * $ _— — 


10. 
Wh. The K. B. P. takes the P. 
Bl. The K. Kt. takes the K. P. 
11. | 
Wh. The Kt. retakes the Kt. 
Bl. The Q. gives check. 


| 12. 
Mb. The Kt. at his K. Kt. third ſquare. 


Bl. The Q. B. at the adverſe K. 1 fourth 
| * 5 


13. 
Wh. The K. B. at his K. ſecond ſquare. . 
Bl. The ON the K. R. P. | 
9 
14. 
Wh. The K. R. at its B. own ſquare. 
Bl. The Q. takes the Kt. and gives check. 
| | CES EDD ; 
Mb. The K. at his Q. ſecond ſquare. 
BI. The Q. Kt. at his Q. ſecond ſquare, 
16. 
Wh. The R. takes the R. 
BI. The R. retakes the R. 


* 
I/h. The Q. at her K. ſquare. 
Bl. 'The R. at the adverſe K. B. ſecond 
ſquare, and muſt win the game. 
| 2 


I 4 ] 
FIRST REGULAR PARTY, 
With four back games ; the firſt on the third 
move of the Black, the ſecond on the fourth 
move of the White, the third on the fifth 


move of the Black, and the laſt on the ſixth 
move of the N Bite. | 


| i * 
Hb. The R. P. two moves. 
Bl. The ſame. 


| $. | 
Wh. The K. B. at his Q. B. fourth ſquare. (a) 
Bl. The ſame. (6) — g | 


, 
. 


3 
Wh. The Q. B. P. one move. E308 
Bl. The Q. at his K. ſecond ſquare. (c) 


7 


; | 4. . 6 . 
Wh. The K. Kt. at his B. third ſquare. (d) 
„ 


Wy | 
Wh. The Q. at her K. ſecond ſquare. 
Bl. The Q. P. one move. (f) £3 


Lt Wy 


1 4.8 


(a) This is the beſt place the King's Bi- 
ſhop can occupy in the firſt moves of a 
party; here, he batters upon the adverſe 
King's Biſhop's Pawn, againſt which the firſt 
attacks are generally formed, 


(6) The Black being able to play two or 
three different ways, we will make two dif- 
ferent parties of it. 


(c) He prevents you from eſtabliſhing 
two Pawns a-breaſt, and occupying the cen- 
tre. On that move, the Black has three 
other ways of playing, which will make the 
ſubject of two variable, and one back game. 


(d) If you had moved this Knight to your 
| King's ſecond ſquare, you would have loſt 
the game. The ſubject of a back game, 


(e) It would have been bad play for him 
to have taken your King's Biſhop's Pawn. 
Another ſubject for a back game. 


7) Had he attacked your King's Biſhop's 
Pawn with his Knight, it would have given 
you time to eſtabliſh your Pawns in the 
centre. A new ſubject for a back game. 


23 


——— _ 
— — - — 
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hes 6. . 

Wh. The Q. P. one move. (g) £2 
BI. The Q. B. P. one move. ( 


Mb. The K. R. P. _ move. 
Bl. The ſame. ( 1) 


8 | 
Wh. The Q. B. at his K. third ſquare, (+) 
Bl. The K. B. takes the B. (7) 


— we, 


1 
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(g) If you had puſhed this Pawn ewe 


moves, you might have occupied the centre 
for a moment, but could not have kept it 
long; as will be ſeen by a back game. 


(4) If he had moved his Queen' 8 Biſhop 
to your King's Knight's fourth ſquare, you 
\ ſhould immediately have puſhed your King's 
Rook's Pawn one move ; you muſt never 
leave your pieces under the controul of the 
Biſhop's direction, if you can help it. 


(i) The Pawns have been played on both 
ſides to prevent the Biſhops from becoming 
_ troubleſome to the Knights. 


When your Queen's Pawn cannot 
break the Direction of the adverſe King's 
Biſhop upon your King's Biſhop's Pawn, you 
muſt preſerve your Queen's Biſhop, in order 
to poſt him at your King's third ſquare ; be- 
cauſe this Biſhop is the only piece which 
can be effectually oppoſed to the adverſe 
King's Biſhop. 


(7) If he had moved back his King's Bi- 
ſhop, inſtead of taking your Biſhop, he would 
have loſt a turn: when you exchange pieces 
it is an advantage to take firſt, 
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3 
Wh. The Q. retakes the B. 
Bl. The Q. B. at his K. third ſquare. 


10. 


Wh. The K. B. takes the B. 
Bl. The Q. retakes the B. (m) 


Wh. The Q. Kt. at his Q. ſecond ſquare, 
Bl. The ſame. 


12. a 
Wh. The K. caſtles with his R. 4 
BI. The ſame, () | 
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(m) You may now ſee the advantage of 
your King's Rook's Pawn being played at 
the ſeventh move, for he might at preſent 
attack . with his King's Knight, and af- 
terwards play his King's Biſhop's Pawn to 
bring him again into aCtion ; theſe hits ought 
to be carefully improved, eſpecially in parties 
wherein your adverſary forces out your 
Knights before your Pawns. 


1. I» 6 K 
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(n) The game is now equal; the White 
has preſerved the advantage of the move; he 
who firſt can bring his King's Biſhop's Pawn 
into play, by puſhing it two moves, will 
undoubtedly gain the advantage of ſituation. 


L % ] 


FIRST BACK GAME, 
On the third move of the Black. 


3- 
Wh. The Q. B. P. one move. 
Bl. The Q. Kt. at his B. third ſquare, (a) 


4. 
Wh, The Q. P. two moves. 
Bl. The K. P. takes the P. ( £3 


N 5. 
Wh. The K. B. takes the adverſe K. B. P. 
Bl. The K. takes the B. (c) 


1 
Wh. The Q. at the . K. R. fourth 


ſquare. 


Bl. The K. Kt. P. one move. 


7. 
Wh. The Q. takes the K. B. and will en 
a very good game. 


C192: I 


N Or E & 
(a) He plays this Knight to hinder you 


from puſhing your Queen's Pawn two 
moves. If, inſtead of this Knight, he had 
played his Queen's Biſhop's Pawn one move, 
your next move might equally take place. 


) He might have prevented this move, 
by bringing back the Biſhop to his Queen's 
Knight's third ſquare, which move will 
make a ſupplement to this back game, 


(c) If he does not take your Biſhop, you 
muſt take his King's Knight, and puſh your 
Queen's Knight's Pawn two ſteps attacking 
his . Biſhop, and afterwards puſh upon his 
. Knight, in order to retake the Pawa 
with your Queen's Biſhop's Pawn, | 


L woe ] 
SUPPLEMENT 


To this firſt back game, on the fourth move 


V. 


Bl. 


Wh. 


Bl, 


Wh. 


Bl. 


Wh, 


BI. 


Wh. 


Bl. 


. The K. P. one move. 


3 


of the _ Black. 


P. two moves. 


The . 
, at his Q. Kr. third ſquare. 


The K. 


* 
The K. Kt. at his K. ſecond ſquare, 
The K. Kt. at his B. third ſquare, 


6. 
The O. at her third ſquare. 
The K caſtles. 


The KZ. P. 5 moves. 
The K. P. takes the Q. P. 


8. 
(a) 
The Q. P. two moves, (6) 


9. 
The K. B. at his Q. Kt. third ſquare, 


The K. Kt. at the adverſe K. fourth 
ſquare, 


Q. B. E. 4 the P. 
The K. B. P. two moves. (c) 


be EI. 
The Q Ke. at his B. third ſquare. ' 
The Q. B. at his K. third ſquare. (d) 


* 


1 


N Or 8 


( If on that move he withdraws his King's 
Knight, he gives you an opportunity of eſta- 
bliſhing your Pawns in the centre. 


= He takes this pn to fie the 
progreſs of your King's Biſhop, and to get 
an advantageous poſition for his Knight. 


* * 


(c) He puſhes this Pawn two moves, in 
order to be able to place his Queen's Biſhop 
at his King's third ſquare. 


(d) In this ſituation the Black have as 
good a game as the White ; there is indeed a 
Pawn paſſed and ſuſtained on the ſide of the 
White, but this advantage is quite counter- 
balanced by the poſt of the Royal Knight of 
the Black, who cannot be diſlodged but by 
changing piece for piece, and in that caſe, 
the Pawns of the Black would reunite in 


the centre, giving, equally to them as to te 
White, a paſſed Pawn. | 
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SECOND BACK GAME, 


Wh. 


On the fourth move of the I bite. 


| a | 
The K. Kt. at his K. ſecond ſquare. (a) 
The K. B. takes the P. and gives check, 


4. 
The K. takes the B. 


The Q. at her B. fourth ſquare, giving 
check. 


6. 


The O. P. two moves. 


4 oo Q. takes the B. 


fl he: 
. The Q. Kt. at its R. third ſquare. 


The Q. at her K. third ſquare. (6) 
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N O T E s. 


(a) If this move did not coſt you a Pawn» 
it would undoubtedly be the moſt conve- 
nient place for the Knight; becauſe, here he 
does not obſtruct the paſſage of the Pawns. 
See the ſupplement of this ſecond back game 


on the ſame move. 


(5) The Black muſt win the game, having 
2 advantage of a Pawn, and a good ſituation 
eſides. 
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SUPPLEMEN T, 


To this laſt ſecond back game, on the * 


move of the Mbite 


the; | . 
. The K. Kt. at his B. third ſquare 


The K. B. takes the P. and gives 
check. (a) 


g. 
. The K. takes the B. | 
. The Q at her B. fourth ſquare, giving 


check. 
6. 


The Q. P. two moves. 


The Q. takes the B. 


| 7 a 
. The K. Kt. takes the adverſe K. P. 


The Q. at her K. third ſquare. 
8. 


The Q. at her K. B. third ſquare. 


The — one move. 


9. 
„The K. Kt. at his Q. third ſquare. 


The K. Kr. at his B. third ads 


IO. 


The K. R. at its K. own ſquare. 
The K. caſtles, (6) 


te 


17 } 


N OT E & 
(a) There is no diſadvantage in not being 
able to caſtle, when your. pieces can eaſily 


get out; very often it is even better ſo, pro- 
vided your King be ſafe. 


(b) So ſituated, the White has the ad van- 
tage, his pieces being better brought out, and 
more conveniently arranged. 


N 
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THIRD BACK GAME, 


Wh. 
Bl. 


Wh. 


Bl. 


The 


The 


12. | 
The Q. B. at his Q. ſecond ſquare. (A 


On the fifth move of the Black. 


| 4 
The Q. at her K. ſecond ſquare. 


The K Kt. at the adverſe K. Kt. fourth 
ſquare. | 


6. 
Q. P. two moves. 


The K. P. takes the P. 


7. 
Q. B. P. retakes the P. 
The K. B. gives check. 


8. 
The Q. Kt. at his B. third ſquare. (a) 
The K. Kt. at his B. third ſquare. () 


The K. B. at bis Q. thicd ſquare. 


The K. caſtles. (c) 


10. 


. The K. caſtles 


The Q. P. one move. 


11. 


„The EX. P. one move. 
The ſame. 


179 ] 


N 0 T5 1: 
(a) If he takes this Knight with his Bi- 


ſhop it will mend your game, becauſe this 
move will bring your Pawns into the centre. 


(4) Here you might puſh your King's 
Pawn one ſtep, and get two moves by ſo 
doing; but this Pawn once puſhed, your 
adverſary would offer you twice the exchange 
of the Pawn, by puſhing one ſtep his Queen's 
Pawn, as well as that of his King's Biſhop ; 
your Pawn would then remain alone and ſe- 
parate ; it is therefore better to leave your 
two Pawns a-breaſt, to avoid opening your 
game, 


c He caſtles in order to attack your King's 
Pawn with his Rook; you muſt therefore 
caſtle likewiſe, that in caſe of an attack you 
may ſuſtain it with your King's Rook. _ 


(d) It is pretty evident that the White has 
the better game, having the advantage of 
three moves more than the Black, and the 
Pawns befides farther advanced: nothing re- 
mains on the ſide of the White but to diſ- 
engage the King's Biſhop's Pawn as ſoon as 
poſſible, that will decide the game entirely 
againſt the Black. 2, | 

2 
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FOURTH BACK GAME, 
On the fixth move of the White. 


6 
Mb. The Q. P. two — 
Bl. The K. P. takes the P. 


3h. The O. B. P. retakes the P. 
Bl. The K. B. gives check. 


8. | 
Wh. The Q. B. covers the check. 
Bl. The B. takes the B. 


3 
Wh. The Q. Kt. retakes the B. 
Bl. The Q. P. one move. (a) 


A 
N O TT 
(a) This party is entirely equal on both 
ſides; your Pawns in the centre are broken; 
one may, however, venture this way of play- 


ing with an antagoniſt to whom you give 
ſome advantage. 
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SECOND REGULAR PARTY, 
Various from the ſecond move of the Black, 


Wh. 
BI. 


I. 
The K. P. two moves. 
The Same. 


628 


8 
The K. B. at his Q. B. fourth ſquare. 
The K. Kt. at his B. third ſquare. 


. The QP. one Sw 


The K. B. at his Q. B. fourth ſquare. 


| 1 
The K. Kt. at his B. third ſquare, (a) 
The Q. P. one move. 


. The Q, B, P, 4 move. 


The K. caſtles. (5) 


Ks 
The Q. R. P. two moves, 
The Same, (c) 


The K. caſtles, 8 
The Q. B. at his K. third ſquare, (4) 


1183 
O ‚—* 


(a) Though the getting out the pieces 
before the Pawns muſt be avoided as much 
as r think this play is abſolutely ne- 
ceſſary in the preſent fituation, to keep the 
advantage of the move; nevertheleſs, you 
might on the ſame move puſh your King's 
Biſhop's Pawn two ſteps : ſuch a game, tho 
dangerous in itſelf, is very good againſt a 
player to whom ſome advantage is given. 


(6) If, inſtead of caſtling, he had played 
his Queen'- Biſhop to your King's Knight's 
fourth ſquare, you might have played your 
Queen to his Knight's third ſquare, which 
would have given you the game; but was 
he to play the ſame Biſhop to his King's 
third ſquare, take him with yours, and af- 


terwards play your Queen to her Knight's 
third ſquare, 


(c) If he had not played thus, his King's 
Biſhop muſt have been forced by your Pawns. 


(4) Had he played this ſame Biſhop to 
your King'> Knight's fourth ſquare, you muſt 
have puſhed your Queen's Pawn one move; 
and was he to take your King's Knight with 
his Biſhop, you would retake with your 
Knight's Pawn, the better to bring your 
Rooks into play, as they then might attack 
the Pawns that cover the adverſe King. 


N 4 
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8. 
Wh. The K. B. takes the B. 
Bl. The P. retakes the B. 


ws 
Wh. The Q. at her Kt. third ſquare, (e) 
Bl. The Q. at her B. own ſquare, | 


| | 10. 
Wh. The Q. P. one move. 
B/. The K. P. takes the P. 


11. 
Wh, The Q. B. P. retakes the P. 
Bl. The B. at his Q. Kt. third ſquare, (7) 


12. | 
Wh. The Q. Kt. at his B. third ſquare. 
Bl. The Same. 


x  * 1 

Wh. The Q. B. at his K. third ſquare. | 

B/. The K. Kt. at the adverſe K. Kt. fourth 
ſquare. | 


14. 
Nb. The K. R. P. one move. (g 
Bl. The K. Kt. takes the B. 


| 15. 
Wh. The K. B. P. EB the Kt. 
Bl. The K. R. P. one move. ( 
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(e) Your Queen attacks two Pawns, which 
your adverſary cannot ſuſtain any otherways 
than by playing his Queen to her Biſhop's 
ſquare; this ſituation often takes place in 
the firſt moves of any party whatſoever, and 
very frequently your adverſary finds himſelf 
in the impoſſibility of ſuſtaining the two 
Pawns at once, | 


(7) If he had played his Biſhop to your 
Queen's Knight's fourth ſquare, you muſt 
have ſuſtained your Royal Pawn with your 


Queen. | 


(g) Doubled Pawns, when not ſeparated, 
are as good as the others, and even ſome- 
times more profitable, 


He plays this Pawn to hinder your 
Knight from attacking his King's Pawn, as 
otherways he would be forced to defend it 
with his Rook, which would afford you time 
to double your Rooks on the column of your 
King's Biſhops, It is proper to obſerve, that 
in almoſt every caſe, whoever makes himſelf 
maſter of an opening with his double Rooks, 
muſt have the advantage; it is therefore the 


adverſary's buſineſs never to yield up theſe 
kind of paſſes. ; 3 
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16. 
Wh. The K. Kt. P. two moves. 
Bl. The Same. 


| I7. 
Wh. The K. R. at its B. ſecond ſquare. 
Bl. The Q. at her ſecond ſquare. 


| 18. 
Wh. The Q. R. at its K. B. own ſquare. 
Bl. The K. at his Kt. ſecond ſquare, () 
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N UT "Ee 


(i So ſituated, the White muſt have chiefly 
in view to oblige the adverſary to puſh his 
King's Pawn one ſtep, ſo that he may place 
a Knight, ſuſtained by two Pawns, at the 
fourth ſquare of the ſame King's Biſhop, 
which ought to decide the game entirely in 
his favour: the Black then ought, in oppo- 
fition, to ſeek the means of doubling the two 
Rooks, and bringing the . Biſhop's 
Pawn again into play, by puſhing him two 
moves. 
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'THIRD REGULAR PARTY, 


Various from the ſecond move of the Black; 
with three back games on the third, the 
ſeventh, and the twelfth move of the Black, 


I 


Wh. The K. P. two moves, 
B/. The Same. 


2 


2. 
Wh. The K. B. at his Q. B. fourth ſquare. 
Bl. The Q. B. P. one move. (a) 


I 
Wh. The Q. P. two moves. 
Bl. The K. P. takes the P. (5) 3 


| 4. 
Wh. The Q. retakes the P. 
BI. The Q. P. one move. (c) 


5. 
Wh. The K. B. P. two moves. 
Bl. The. Q. B. at his K. third ſquare. (d) 


6 
I. The K. B. takes the B. 


Bl. The K. B. P. retakes the B. 


7. 
Wh. The Q. B. P. two moves. 
Bl. The Q. P. one move. (e) 
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N ON 8 


(a) He prepares to puſh his Queen's Pawn 
two moves, in order to break the direction 
of your King's Biſhop, occupy the centre of 
his Pawns, and retake from you the advan- 
take of the move. 


(3) He might, according to his firſt de- 
ſign, have puſhed his Queen's Pawn two 
ſteps. This will furniſh the ſubje& for a 
back game. 


(c) If he had played his King's Knight to 
his Biſhop's third ſquare, you muſt have at- 
tacked this Knight with your King's Pawn, 
by which play you would have won many 
moves. 


(d) As he cannot break the direction of 
your King's Biſhop with his Queen's Pawn, 
he oppoles the Biſhop of his Queen to that 
of your King ; if, inſtead of this move, he 
had advanced his King's Biſhop's Pawn two 
2 you muſt then have puſhed your King's 

awn. 


(ec) He makes this move in order to break 
your Pawns in the centre, or to be able to 
eſtabliſh himſelf there ſtrongly on his Queen's 
fide : he would have played wrong, had he 
puſhed his Queen's Biſhop's Pawn upon your 
Queen. The ſubje of a back gane. 


Wh. 
Bl. 


Wh. 


BI. 


Ih. 


ho E. P-- one: 
The Q. B. P. one move. 


The K. caſtles. 


The 
The K. Kt. at his R. third ſquare. 


The Q. 
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8. 
The Q. B. P. takes the P. 
The K. P. retakes the P. (7) 


One move. 


10. 


The Q. at her K. B. ſecond ſquare. (g) 
The Q. Kt. at his B. third 9 


11. 


The K. Kt. at his B. third ſquare, 


The Q. P. one move. (0 


12. 


The Q. at her fourth ſquare. 
13 


The K. R. at its EY ſquare. 6 9 


The K. caſtles. ( 


14. | 
Kt. P. one move. 


$54 
Kt, at his R. third ſquare. 
The K. B. at his K. ſecond {quare. 


I 6. 
The Q. B. at his Q. Kt. ſecond 
une (1) — wy to 


5 
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(7) Tt. would be bad play on his fide to 
retake- with his Queen's Biſhop's Pawn, be- 
cauſe his pieces would again be ſhut up; 
befides they would occupy leſs ground than 

ours. 

: (g) It would be wrong to give check 
with your Queen, ſhe ought never to be re- 
moved from the centre; you muſt, on the 
contrary, keep her behind your Pawns, eſ- 
pecially in the beginning of a party. 

(þ) It would, again, have been very bad 
play for him to have puſhed his Queen's Bi- 
ſhop's Pawn ; and a back game on this move 
will ſhew of how great a conſequence it is, 
when you have a knot of Pawns, to puſh 
the leading one forwards, 

(i) This move is very neceſſary to pre- 
vent him from puſhing his Queen's Biſhop's 
Pawn, which would bring two of his Pawns 
a- breaſt upon your ground; beſides, afford- 
ing a favourable opportunity. for his Biſhop 
to get out. | 

(4) If he had puſhed his Queen's Knight's 
Pawn two ſteps, you would have won a 
Pawn, by attacking his Queen with your 
Queen's Knight. | 

(1) This party is quite even, the poſition 
is as good on one fide as on the other, the 


two Biſhops are both entangled, and the 
Rooks entirely free. 
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FIRST BACK GAME, 
F the third Regular Party, on the thre. move 


Wh. 


Bl. 


Wh. 


Bl. 


of the Black. 


The O. P. two moves. 
The — | 


4. 
The K. P. takes the P. 
The Q. B. P. retakes the P. 


5. 
The K. B. gives check. (a) 


The B. covers the check. 
6. 


. The K. B. takes the B. 
be Q. Kr. retakes the B. 


5 7. ; 
The Q. P. takes the P. 
The Q. Kt. retakes the P. 
8. 
The Q. at her K. ſecond ſquare. 
The Same, (6) 


2, 


9 
. The Q. Kt. at his B. third ſquare. 


The K. caftles, 
10. 


- The Q. B. at his K. B. fourth ſquare. 


The Q. Kt. at his B. chird ſquare. 


11. 
The K. caſtles. (c) 
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(a) 1f, inſtead of giving check, you had 
removed this Biſhop to your Queen's third 
ſquare, you would have loſt the advantage, 
both of the move and of the ſituation, be- 
cauſe he would immediately have made him- 
ſelf maſter of the centre, by puſhing his 
King's Pawn, 


) If he had ſuſtained this Knight in 
any other manner, he would have loſt him, 
by your- immediately puſhing your King's 
Biſhop's Pawn two moves. 


(c) Such being the ſituation of the game, 
muſt have chiefly two objects in view: firſt, 
to preſerve the Qugen's Biſhop, who, by 
his direction, is very troubleſome to the ad- 
verſe King, and next to attack the Queen's 
Pawn, which being ſeparated from the other 
Pawns, can no longer be ſuſtained but by 
the pieces : it is always advantageous to at- 
tack a ſeparated Pawn, were it only to em- 


ploy the adverſary's pieces. 
O 
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SECOND BACK GAME, 


Of the third Regular Party, on the ſeventh 
move of the Black, | 


15. The Q. R. P. two moves. 
Bl. The Q. B. P. one move. (a/ 


8. 
M. The Q. at her third ſquare. 
Bl. The K. Kt. at his B. third ſquare. 


9. 2 
Wh. The Q. Kt. at his B. third ſquare. 
Bl. The Same. 


Io. 
Mb. The Q. R. P. one move. (5) 


BI. The K. B. at his K. ſecond ſquare. 


| + 
Wh. The K. Kt. at his B. third ſquare. 
B/. The K. caſtles. 


9 
Wh. The K. Kt. P. one move. (c) 


Bl. The Q. Kt. at his R. fourth ſquare. (%) 


13. 
N. The Q. B. at his K. third ſquare. 
B/. The Q. Kt. at the adverſe Q. Kt. third 
ſquare. 
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N OT E s. 


{a) This move entirely decides the game. 
You muſt leave him no other opportunity of 
puſhing his Queen's Pawn; if you ſucceed, 
his King's Biſhop muſt remain imprifoned, 
and, beſides, your pieces will cover much 
more ground than thoſe of your adverſary. 


{b) This move is eſſential, he would 
otherways have attacked your Queen with 
his Queen's Knight, and thereby haye got 
one piece more on his Queen's fourth ſquare, 
in order, next, to puſh his Queen's Pawn, 
and by that means diſengage. his pieces. 


{c) If you had been able to have re- 
moved your Queen's Biſhop to his King's 
third ſquare, he would have played his King's 
Knight to his fifth ſquare, in order to take 
your Biſhop, and free that of his King; be- 
ſides, it is advantageous to preſerve, as much 
as poſſible, a Biſhop of the ſame colour as 
that of your adverſary. The directions of 
the Biſhops are very dangerous, in almoſt all 
caſes; and the beſt way to ward off their 
attacks, is to oppoſe Biſhops to Biſhops. 


{d) He plays this Knight in order to ex- 
change him for your Biſhop. 


O 2 


IN" e 


Wh. The Q. R. at it 2 ſquare. 


Bl. 


The K. Kt. at the adverſe K. Kt. fourth 
ſquare. 


15. 
The Q. B. at his K. Kt. own ſquare, (e) 


5 "Ks — P. one move. (/ 


16. 
The K. R. P. one move. 
The K. Kt. at his B. third ſquare. 


175 
The Q. B. at his K. third ſquare. 


The K. Kt. at his R. fourth ſquare. 


18. 
The Q. Kt. at his K. ſecond ſquare. (g) 
The Q. Kt. at his R. fourth ſquare. 


| 2086 
The K. caſtles. (4) 


' „ Þ}: 


N 


{e) None of theſe moves are dangerous, 


becauſe they do not break your centre; and 


you may diſlodge theſe ſame Knights when- 
ever you pleaſe; this proves that real attacks 
are to be made only with the help of ſeveral 
united pieces, and very ſeldom ſucceed with 
one or two. | 


He makes this move in order to hinder 


your Queen's Knight from attacking his own 
Queen's Pawn. ' 


{g) Inſtead of moving this Knight, he 


might have ſuſtained him by playing his 
Queen to her Knight's third ſquare; but then 
you would have puſhed your King's Knight's 
Pawn, | 


In this fituation the White muſt win, 
if it is poſſible to prevent the adverſe Queen's 


Pawn from advancing, and by not being too 


haſty in puſhing the Pawns on the right wing, 
till the King is ready to ſuſtain them. | 
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THIRD BACK GAME, 


Of the third Regular Party, on the eleventh 
10 move of the Black, 


| 18 i 
Wh. The K. Kt, at his B. third ſquare, 
Bl. The Q. B. P. one move. 


12. . 
Wh. The Q, B. at his K. third ſquare. 
Bl. The K. B. gives check. 


; . - . 13. Wy ' | ' | 
Wh. The Q. Kt, at his B. third ſquare. (a) 
Bl. The K. Kt. at his K. ſecond ſquare, 


14. 
Wh. The K. caſtles with his R. 
Bl. The K. Kt. at his B. fourth ſquare. (5) 


B/. The K. Kt. takes the B. 


16. 
Wh. The Q. retakes the Kt. 
Bl. The Q. Kt. at his K. ſecond ſquare, 


I5. 
1h. The Q. R. at its Q. own ſquare, Ce 


17. | 
Wh. The K. at his R. own ſquare. d 
Bl. The K. B. takes the Kt. e) 


18. 
. The Q. Kt. P. retakes the B. 
Bl. The K, caſtles, (% 
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{a} If he takes your Knight, his Queen's 
Pawn muſt neceſſarily fall into your hands, 
becauſe it cannot be ſuſtained by any other 
Pawn ; beſides, you may attack it with all 


your pieces. | 
650 He plays this Knight to get rid of 
your Biſhop, and open afterwards a free paſ- 
ſage for his King's Biſhop upon your King 
and Queen, which would prove very dan- 
gerous. | | 
{c) You play this Rook with a view either 
to oblige him to ſuſtain the Pawn of his 
Queen, or to take the Knight of yours, 
{d} You might have taken his Queen's 
Pawn with your Knight, and afterwards 
played your Queen to your King's fourth 
ſquare to force his Knight; but he would 
then have diſentangled his Queen by giving 
check, ſo that this move is abſolutely ne- 
ceſſary. | 
2 Not being able any longer to ſuſtain 
his Queen's Pawn, he finds himſelf forced 
to take your Knight, to preſerve that Pawn. 
In this fituation, the White muſt win 
the game, the only thing now is to hinder 
the adverſe Queen's Pawn from coming again 
into play, and to ſuſtain your centre without 
advancing your Pawns too haſtily, 


O 4 
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FOURTH REGULAR PARTY, 
Various from the third move of the Black, 


with one back game on the fifth move of | 
the White, 


Wh. 


Bl. 


Wh. 


1. 


The K. P. two moves. 


The Same. 


. The K. B. at his Q.B. fourth ſquare, 


Tas Same. 


The 


B. P. one move. 


The K. Kt. at his B. third ſquare. 


: The 


P. two moves. {a} 


The E P. takes the P. 


. The 


. The 


Ze 
Q. B. P. retakes the P. ( 
The K. B. gives check. /c) 


6. 


Q. B. covers the check. 
The K. B. takes the B. 


The Q. Kt. 2 the B. 


The Q. P. two moves. ( d) 
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(a) You might puſh this Pawn only one 
move, but then your ſituation would be the 
fame as that already ſhewed in the firſt 
variation, 


(6) Inſtead of taking, you might puſh 
the King's Pawn one move, which would 
not be amiſs againſt a player to whom ſome 
advantage is given, The ſubject of a back 


game. 


(c) By the removal of this Biſhop to his 
Queen's Knight's third ſquare, the adverſary 
is allowed to eſtabliſh his Pawns in the 
centre—both our former editions have fully 
proved it. 


(d) Had he not playd in this manner, he 
would have given you time to occupy the 
centre with your Pawns—this, as we faid 


above, has already been ſufficiently proved, 
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8. 


The K. P. takes the P. 


The K. Kt. retakes the P. 


9. 
. The Q. at her Kt. third ſquare, 2 


The Q. B. P. one move. 


The K. Kt. at his K. ſecond ſquare. 
The K. caſtles. 


11. 
The K. caſtles with his R. 


The K. Kt. at its Q. Kt. third ſquare, 72 


. 


The K. B. at his Q. third ſquare. 


The Q. B. at his K. third ſquare, 


13. 


The Q. at her B. ſecond ſquare, 


The K. Kt. P. one move. 


14. 
The K. B. p. two moves. (4) 


The Same, /b) 


15. | 
. The Q. Kt. at his K. B. third ſquare, 


The Q. Kt. at his Q. ſecond ſquare. 
+ 


The Q. Kt. at the adverſe K. fourth 


ſquare. 


The Q. Kt. at his K. B. third ſquare. (iq 


L 203 J 


N OT E 8. 


(e) You might give check with your 
Queen at your King's ſecond ſquare, but this 
move would enable your adverſary to get out 
his Queen's Biſhop ; belides, the King and 
Queen are never to be placed on the ſame 
line, when that is opened and W by 
the Pawns. 


He plays this with a view, either to 
get out his Queen's Biſhop, or to get rid of 
your King's Biſhop. 


(gz) You puſh this Pawn to break the chain 
of Pawns that cover his King. 


(þ) As he has puſhed his King's Biſhop's 
Pawn two moves, you muſt endeavour to 
poſt one of your Knights at the adverſe 
King's fourth ſquare, from whence he cannot 
be driven out by any piece unleſs he be 
taken, and then you may re-unite your Pawns 
in the centre. 


(i) He will not re- unite your Pawns by 
taking your Knight. 


5 


I 


| * 
Wh. The Q. R. at its Q. own ſquare. 
Bl. The K. Kt. at his Q. fourth ſquare. 


18. 


Wh. The Q. at her ſecond ſquare, 2 
Bl. The QR. P. two moves. 


2 19. | 
Wh. The K. Kt. at his Q. B. third ſquare. (/ 
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7 ) This move is neceſſary to prevent his 
Knight from poſting himſelſ at your King's 
third ſquare. 


(1) In theſe reciprocal - poſitions, I ſhould 
think the White has the better game, on ac- 
count of the place where the Queen's Knight 
ſtands; however, this advantage is not of 
ſuch conſequence as to decide the game on 
that fide: the Black muſt be mindful not to 
take the Knight before he has deſtroyed one 
of the Pawns that ſuſtain him, which may 
be done by changing the Queen's Biſhop's 
Pawn againſt the adverſe Queen's Pawn, and 
then' both games will be even. 


L 206 1 


FIRST BACK GAME, 
On the fifth move of the White. 


| 5. 
N. The K. P. one move. 
Bl. The Q. at her K. ſecond ſquare. /a 


6. 
Wh. The Q. B. P. takes the P. 
Bl. The K. B. gives check. 


7. 
Fh. The Q. B. at his Q. ſecond ſquare. 0 
BI. The K. B. takes the B. 


8. 
Wh. The Q. Kt. retakes the B. 
Bl. The Q. P. one move. (e 


* 
Wh. The Q. at her K. ſecond ſquare. {d} 
] Bl. The Q. P. takes the P. | 
hi to. 
. Wh, The Q. P. retakes the P. 
Wl Bl. The K. Kt. at his Q. ſecond ſquare. 


1 | 1 of 
-2 Wh. The K. B. P. two moves. 
'* Bl. The K. B. P. one move. 


12. 
Nb. The K. Kt. at his B. third ſquare. 
BI. The K. B. P. takes the P. (e 
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(a) Had he withdrawn his Knight, that 
move alone would have given you the game, 


(6) You might cover this check with your 
Queen's Knight, placing him at his Biſhop's 
third ſquare, and-if he then played his King's 
Knight to your King's fourth ſquare, you 
would find ſome way of ſuſtaining your cen= 
tre; in that ſituation, his beſt play would be 
to puſh his Queen's Pawn two moves, 


(c) Had he puſhed this Pawn two moves, 
your centre would have been ſafe. 


(d) If you had played your King's Biſhop's 
Pawn two moves, he might have broken 
your Pawns, by puſhing his Queen's Biſhop's 


Pawn two moves. : 


{e) It appears by theſe moves that the 
Black, by playing properly, have ſucceeded in 
breaking the central White Pawns. In this 
back game my deſign is to prove, how dan- 
gerous it is, when two Pawns ſtand on a 
front line in the centre, to advance one before 
your adverfary has offered to change one of 
thoſe Pawns, that by the way may ferve to 
break thoſe very firſt Pawns; if, inſtead of 
having puſhed his Queen's and his Biſhop's 
Pawns only one move, he had advanced either 
of them two moves, your centre would have 
remained ſafe. | 
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FIFTH REGULAR PARTY, 


LID from the third move of ihe Black, 
with one back game on the third move of 


the Black. 

| 3 
Wh. 'The K. P. two moves. 
Bl. The Same. 
Wh. The K. B. at bis Q. B. fourth ſquare, 
Bl. The Same, 

2 3. 

Wh, The Q. B. P. one move. 
Bl. The Q. at her K. B. third ſquare. (4 
' 4. 
Wh. The K. Kt. at his B. third ſquare. 4) 
Bl. The 155 Kt. at his B. third noe {c)58$ 
Wh. The Q. Kt, P. two moves. (d) 
Bl. 


Wh. 


Bl. 


The K. B. at his Q. Kt. third ſquare, 
"Th 


. The Q. R. P. two moves. 


The Q. R. P. one move. (c) 


The Q. P. one 3 
The Same. 3 
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) As, inſtead of this move, he might 
have played his Queen to your King's Rook's 
fourth ſquare, it will be the ſuabject of a 
back game. 


(6) He forces you to get out your King's 
Knight before your Pawn; but, after the 
firſt moves, you muſt think of the proper 
means of bringing him again into play. 
You might have prevented this move with 
your Queen; but the is better at her home, 
becauſe there ſhe enables you to advance, 
with real force, the ſame Queen's Pawn upon 


his King's Biſhop. 


(c) He plays his Knight in order to hinder 
you from puſhing your Queen's Pawn two 
moves, nevertheleſs this move may be ven- 
tured. A new ſubject of a back game. 


(d) It is not always advantageous to puſh 
the Pawns on the wings; and they muſt be 
advanced cautiouſly, | 


(e) If he had advanced this Pawn two 
moves, you muſt have puſhed yours upon 
his Knight, according to the rule already 


preſcribed, always to advance the attacked 
Pawn, 


P 
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8. 
. The K. R. P. one move. 
The Same. 


55 
. The Q. at her K. ſecond ſquare. 
The QB. at his K. third ſquare. (0 


3 10. 
. The Q. Kt. at his R. third ſquare. 


The K. Kt at his K. ſecond ſquare. 


11. | 
. The K. B. takes the B. 
The Q. retakes the B. {g) 


| 12. 
The Q. Kt. at his B. fourth ſquare. 
The K. caſtles with his R. ( 


| 1 
The Q. Kt. takes the B. 
The Q. B. P. retakes the Kt. 


| 14. | : 
The Q. B. at his K. third ſquare. 
The K. Kt. at his Q. B. own ſquare. 


a l 
The K. caſtles with his R. 
The K. B. P. two moves. 

16. 


The K. P. takes the P. /i 
The Q. retakes the P. #4} 


n 


NOTES. 


(7) Not being able to break your King's 
Biſhop' s direction with his Pawns, he ſtrives 
to do it with his Queen's Biſhop. 


He might retake this Biſhop with his 
Pawn, and it would be no bad play. 


Y If he had caſtled on his Queen' s ſide, 


he would have yielded to you the advantage 
of the ſituation. 


(1) Had you not taken this Pawn, he 
would have advanced it one move more upon 
your Biſhop, have diſlodged him, and got 


an eaſy attack upon your King's wing with 


his Pawns. 


V Now, the buſineſs of the White muſt 
be to change the King's Biſhop's Pawn with 
the adverſary's Royal Pawn, and that will 
turn the advantage on his fide. 


P 2 


—— 


— 
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Wh. 


Wh. 


The 


The Q. 
| The K. B. retakes the B. 


The 
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SACK GO AMME 


On the third move of the Black. 


The Q. B. P. one inove. | 
'The Q. at the adverſe K. R. fourth 


{quare. 


Q. at her K. "ted ſquare. 
The K. Kt. at his B. third ſquare. 


5 
. The Q. P. one move. 
The K. Kt. at the adverſe K. Kt. fourth 


ſquare. 


6. 


The K. Kt. P. one move. (a) 


The Q. at her K. B. third ſquare. ( 


4 
The K. Kt. at his R. third ſquare. (c) 


The Q. P. one move. 
8. 


The K. B. P. one move. 
. The K. Kt. at the adverſe K. third 


ſquare. (d) 
ls; 
B. takes the Kr. 


10. 


. The Q. takes the B. 


The QB. __ 55 Kt. 


Q. Kt. at bis Q. ſecond ſquare. 
The fame. (e) 


( #5 ] 


N O T E s. 


(a) On this move the King's Knight might 
be played to his Biſhop's third ſquare. 


(6) If, inſtead of withdrawing his Queen, 
he had taken your King's Biſhop's Pawn, by 
giving check, you muſt have taken his Biſhop 


with your Queen; you would haye gained a 
piece by it. 


(c) Though the Rook's third ſquare is 
not the beſt place for the getting out the 
Knights, it becomes, however, neceſſary in 
the preſent ſituation. | 


(4) Had he withdrawn this Knight you 
mult then have placed yours, now attacked, 
at his Biſhop's ſecond ſquare, and then have 
carried your Queen's Biſhop to your King's 
third ſquare, to get rid of his King's Biſhop. 


(e) It is evident, that the White have ſe- 
veral moves over the Black, and that, be- 
cauſe the Black have been too haſty in getting 
out the Queen, and that, even now; the has 


not reached the place where ſhe ſhould pro- 
perly ſtand. 


p 3˙ 
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SIXTH REGULAR PARTY. 


I. 
Wh. The K. P. two moves. 
BI. The Q. B. P. two moves. (a) 


2. 
Wh. The K. B. P. two moves. 
Bl. The Q. Kt. at his B. third ſquare. 


3- 
Wh. The K. Kt. at his B. third ſquare. (29 
BI. The K. P. one move. 


4. 
V. The Q. B. P. one move. (c) 
Bl. The Q. P. two moves. 


1 
N OT E s. 
(a) This way of opening the game, when 


you have not the move, 1s entirely defenſive, 
and far from being the beſt, eſpecially if 
ſome advantage is granted; but it is a very 
good one for trying the ſtrength of an ad- 
verſary with whoſe {kill you are unacquainted. 


(b) On this move he might have forced 
you to play the Gambit, by puſhing his 
King's Pawn two moves; and you could not 
have taken without being expoſed to a check 


from his Queen ; and he would have won 
the game. 


(c) You might have puſhed your Queen's 
Pawn two moves, in order to change it with 
his Queen's Biſhop's Pawn, and this move 
would not be amiſs; but then, you muſt 
preſerve your Queen's Biſhop, to oppoſe, in 
caſe of need, to his Royal Biſhop, who, as 
he might place himſelf at his Queen's Biſhop's 
fourth ſquare, would hinder you from caſ- 
tling on your right fide, and beſides, prove 
very troubleſome to all your pieces. - 


P 4 


— — — na— 
- * 


— 22 — 
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5 
Wh. The K. P. one move. 


Bl, The K. B. P. two moves. (4) 


RE 
Wh. The Q. P. two moves. 
Bl. The K. Kt, at his R. third ſquare. ( e) 


: 7. 
Wh. The Q. B. at his K. third ſquare. 
Bl. The Q. at her Kt. third ſquare, 6, 


| | 3 
Wh, The Q. at her ſecond ſquare. 


Bl. The K. Kt. at his B. ſecond ſquare. 7 
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| | 
(d) Inſtead of this, he might have played 
his Queen's Pawn one move; in that caſe, 
ou muſt have taken his Pawn with yours, 
to hinder him from forming the ſame poſi- 
tion on the fide of his Queen, who is now 
ſtanding on your King's fide. 


(e) It would be bad play in him to take 
your Pawn, as that would be clearing the 
way for your Queen's Knight to get out; ſo 
it would be wrong for you to take his Pawn 
with yours, thereby giving an advantageous 
place to his King's Biſhop. 


(7) He attacks your Queen's Knight's Pawn 
in order to induce you to puſh it again one 
move, but it is better to ſuſtain it, for if 
you advance it, he may, by puſhing his 
Queen's Rook's Pawn two moves, form a 
yery ſucceſsful attack on your left wing. 


Had he attacked your Queen's Biſhop 
with this Knight, you muſt not have given 
him leave to change * for piece; but 
have withdrawn your Biſhop, and afterwards 
haye forced his Knight to retreat. 
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9. 
Wh. The Q. P. takes the Q. B. P. — 
Bl, The K. B. retakes the P. 


10. 


Wh. The Q. B. takes the B. 
Bl. 


The Q. retakes the B. 


M. The Q. Kt. at his R. third ſquare. {z} 


Bl. 


The K. Kt. P. two moves. ( 


12. 


Wh. The K. Kt. p. one move. 


Bl. 


The K. R. P. two moves ( 


[ 219 | 


M 


DAs your Queen's Knight cannot get 
out, without expoſing you to the riſk of 
having either a Pawn doubled, or your Queen 
forced, it is neceſſary to get rid of his King's 
Biſhop. | 


* 


(i) You play this Knight that he may re- 
join your King's Knight at your Queen's fourth 
{quare ; it is the beſt place he can have now. 
In general, when one has two Knights, it is 
eſſential to keep open a free communication 
between them, and poſt them on ſuch ſquares 
where they can neither be attacked by the 
Pawns nor forced to retreat, 


(+) He puſhes this Pawn with a view to 
break your centre, and it would be wrong 
play in you to take it, 


Y He plays fo, with a deſign to make an 
opening for his King's Rook, and were 
to give him time for puſhing this Pawn 
another move, he could force and break the 
rear of your chain of Pawns. 3 
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3· 
b. The K. R. P. two moves. | 
Bl. The K. Kt. P. takes the K. B. P. (n 


14. : 


Wh, The K. Kt. P. retakes the P. 
Bl. The K. R. at its Kt. own ſquare. ( 


RY I 5. | 
Hh. The K. Kt. at the adverſe K. Kt. fourth 


ſquare. 


Bl. The K. Kt. at his R. third ſquare. (0) 


4 16. 
Mb. The Q. Kt. at his B. ſecond ſquare. 


Bl. The K. Kt. at the adverſe K. Kt. fourth 


ſquare. 


D 
Wh. The Q. Kt. at his Q. fourth ſquare. (/) 
The K. at his ſecond ſquare. 
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(m) As your King's Knight, ſuſtained by 
two Pawns, may ſafely place himſelf at his 
fifth ſquare, ſo your. adverſary takes your 


Pawn, that he may procure for his King's 
Knight a fimilar poſt. 


EY n) He plays this Rook, to ſecure the com- 
mand of the line. Here is an inſtance, where 
a Rook may” well be facrificed for another 
piece. Suppoſing that you do not cloſe this 
line” with your Knight, he would remove 
his Rook to your King's Knight's fourth 
ſquare, where, ſupported and ſuſtained by 


two Pawns, it could not be taken without 
re-uniting his Pawns. 


( He plays this Knight with a defign of 


procuring him as good a place as yours now 
occupies. 


(p) By this move you break the direction 
of his Queen, and your two Knights are now 


re- united to attack and take his King's 
Pawn 


PE ——-- IR — m . — 
— 
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| 18. | » 
Ih. The K. B. at his K. ſecond ſquare. 
Bl. The Q. B. at his Q. ſecond ſquare. 


$4 
Nb. The K. caſtles with his R. ( 
BI. The Q. R. at its B. own ſquare. 


20 


Wh. The Q. R. at its B. own ſquare. ( 


l 


M0 Tx £ 


(q) It would be dangerous to caſtle on 
your left, becauſe he might eaſily form his 
attack upon your King; beſides, in that po- 
fition, your King muſt occupy his Knight's 
third ſquare, in order to keep in the adverſe 
King's Knight, and in the mean while ſuſtain 
your Pawns. | 


1 
1 
* 
© 
* 


(r) This move is neceſſary to prevent his 
making himſelf maſter of that line, by 
changing his Knight for yours, that poſition 
alone would give him the game. You muſt 
always oppoſe your Rooks to the adverſary's 
Rooks, and never yield up the openings to 
him. At preſent the game is nearly even ; 
nevertheleſs, as there is a Pawn advanced on 
the ground of the Black, the White may 
be faid to have ſome little advantage. 


END OF THE FIRST VOLUME, 


